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Putting The Strategy Guide 

To Work 


The Final Fantasy Strategy Guide was designed to help you 
tind os quickly as possible the Information you need for your 
adventure, There are two ways to find information. First, Identify 
where you are in the game on the Map on pages 4-5, Then turn 
to the pages indicated for the information concerning that part 
of the Final Fantasy World. On the first page of the chapter Is a 
blown up map of that region, which further directs you to the 
specific Information you need. There is also an Index at the 
back of the Strategy Guide that directs you to specific persons, 
places or things. 



* Strategy glide 




































As the game opens, four travellers have appeared at 
the gates of the castle in Coneria. Ail are young and 
inexperienced, but bold One seems to be a tighter—a 
knight in training. Another appears in the garb of a man 
tial arts black bell The two remaining members of the 
party are mages—apprentlce wizards. Their coming 
was foretold long ago.. 









Matoya'sCave ► p.13 




Castle (onerla ► p,9 

Coneria Town ► p. 10 




Pravoka ► p. ] 4 


NortteasC al Cooerla 
VOUl Sftd StWHfler 


i Mkd Cih its. Fuft 9wiy 
rf your HP Is low. 


Rise & Fall «h++- 

H oneria Town urn once catted the Dream City, Thai 
was before the darkness and tbe rot began spread 
ing upon tbe Earth, In those golden days four orbs of 
power controlled the four elements of Wind, Fire, Water 
and Earth , but then tbe light drainedpom the orbs and 
the balance was destroyed. 

As shadows lengthened and the ground shook with 
tremors, Luka bn the Prophet announced that four 
heroes would appear in time to grapple with this neu> 
eiit The light Warriors he named them, and then he 
departed to pin tbe Cirde of Sages at Crescent Lake. 


In the Kingdom of Coneria, as in alt tbe free uwid, 
the evil spread pom day to day. Nightmarish creatures 
note roamed tbe forests and cities lay in ruins. Tbe 
Dark Age bad come at tast, and touting tbe forces of j 
shadow was a knight named Garland, It was be who < 
had crippled tbe pur orbs, and it was be, too, tha t kid¬ 
napped Princess Sara of Coneria. Only tbe coming of J 
tbe Light Warriors could save them, 
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CHAPTER 1 
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In the castle you' 11 collect information and, fater, when 
you have the Key (see p.193 you’ll also obtain valuable 
treasures. After visiting the King, see the guard down 
and to the left of the King's room. Then talk to the wise 
men on the ground floor. 



flit F 



Treasure Chests 

O Iron Armor Op.M 
fi Iron Shield Op20 

€> TUI 

0 Iron Slrf O p.2fl 
& Sabre Op.20 
0 Silver Kni F c Op.24 


— UeVed Doors 


Qucun J: ; M L- 



+ Locked Doors And Hidden Secrets 

On the ground floor of Castle Coiwie you wilt reach 
the Treasure Vaults by following the path to the right 
of the castle's entrance. There you will find two wise 
men and two locked doors. Both repeat the same 
message-how 400 years ago the Treasure Vaults 
were locked with a mystic Key and how that Key was 
given to the Prince of Elf I and for safekeeping. To 
recover the Key, see p. 19. 


4* The King Of Conera Needs Your Help 

Everyone in Castle Conerie seems to have heard of 
the Light Warriors, including the King, Visit him on 
the second floor of the castle to learn how the leg¬ 
endary Light Warriors can help. It seems that the 
King can do nothing to save his daughter, who has 
been kidnapped by Garland. But he has faith in the 
Light Warriors. Therefore it is up to you to find Prin¬ 
cess Sera and return her safely home. 



Having seen the King end 
Queen, your quest slunuW be 
tte*r. Ths UaW Warriors must 
somehow rescue Process Sara 
Srcm Carfind. You knw 
tby yog must see* het to me 
northwest But Defers setting cut 
you’ll need woapPns, armor end 
mfrgrc Spell*. IB Cocwia Town 
IP 1 such Heme can be 
purchased. 
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Black Magic Shop 
Level 1 Way.c 


WWte Magic Shop 
Lewi l Magic. 


Aimof Shop --- 

Ck#h 1QG 
Wogdeh Armor 50 6 
Chain Armo* $0 G 


Weepujis Shop - 

Wooden Staff 5 G 
Small KoiM 6 G 
Wooden WOAOhuCk 1QG 
Hap>er 1,0 G 
tfon Hammer 10 G 


In Coneria th£ Light Warriors prepare for their quest 
by purchasing weapons, armor and magic in the 
town shops. You'rr also leorn that to the east Ties a port oily colled Pra- 
voka <p.T4) and that Lukahn the Prophet has gone to Crescent Lake 
<p 27). 


Clinic 40 G 


Item Snap 

Heal Polio* SO G 
Pure Potion 75 G 
Tent 73 G 


L'jHITE [lUagic level 1 - 


SPELL 

PRICE 

RESULT 

AFFECT USER 

REST BUYS 

CURE 

100 G 

RflHdrfla £ wnrripr'i HU l^lnta togm t-fitv-w ID to 30 poifllfl. 

One iVamof (ti.RM.fWHWM.WiV 

Yas 

HARM 

100 G 

Inllicts ftamaga <20 *40 Attack ftjin»l fin each momsttr in thn •Jr.Joml cph gory. 

All Erwrrtws WM.1W 

Yna 

eOQ 

10DG 

A chicK protect™ fog nd-s 8 pginn to a nflirrtof'a armor naulng. 

On a Wamor 

tn.flM.frw.WM.Wf 

No 

BOSS 

i»6 

*a m * h4U of mirror*, the *namv «ea Dm *pan coder as moJMs iarerti. Ev*Je wfirgaHH 4-(He 

So** Caviar 

Mn.RbV.WM.WW 

No 

Black Magic level t - - -- 

spell 

PRISE 

RESULT 

AFFECT USER REST BUTS 

FPIE 

too G 

A bflll nl lire In Ad* ttetVrfloh 10 And 40 HP M pamaflfl Cc an ornriv 

One Enemy JnflMfWilSM.BW 

Yes 

SLEP 

100 13 

The opal puK «i| anenw«B to steep m that itnvy ere nrirmbla to n^nch 

AU Fniiirr.es 

Ni.*RflW:BM.&IY 

Np 

COCK. 

100 G 

Keeui your uiaak "L«k*d cm "wear. Your Hit «id*u«a by im. 

Enemy 

NiPilA.mV.HM.SW 

NO 

UT 

ioo a 

A boll ffll IhjAtPirtg infopl* Wviwn 10 anfl 40 HP *1 damage on an tummy. 

Ohs tnemy 

IA.PM,IW,BM,BW 

tee 


Table Of 
Weapons & Armor 


Wooden Staff 

Cloth 

□ 

5 G 

Damage: fi 

too 

AtUOfb : 1 

tZG) 

Hit* : 0 

fSG> 

FYflde %; 2 

R. Kn. Nv, B6, Me. RM, 

FJ, Kn. TK NH, SS. Ma. RM. 

RW. WM. WW. BM. BW 

RW. WM, WV, L BM. BW 


Wooden Nunchuck □ 


Rapier 


10 G 
(S Gj 

Damage: 12 

HU % ■ 0 

IQ G 

16 g> 

Damage: 9 

HU % : 5 

tit. SB. Mr 

Fi. Kn. Th. Nl RM, RW 



Small Dagger 

Iron Hammer 

6G 

Damage: 5 

10 G 

Oilman E 9 

(2 » 

HU* : 10 

<SG> 

Hit * : 0 

FL Kn. Th, Till, RM, RW, 

WM. WW, 6M. BW 

Ft. Kn. NL WM. WW 


Wooden Armor 


50 G 

126 0) 

Absorb : d 

Evade <fe: 3 

Fi. Kn. Th, Ml, BEL Ma. 

RM. RW 



Chain Armor 

60 G 

Absono . 15 

(40 GJ 

Evade %■ 15 

FI, Kn, Nl, 

RM, RW 


Table 01 Items 


Heal 

[Had heton helps 

Pgbon ttjL / 

, revive ip*] Hit PtJifrts 


r IHF) up Ip 3Q HP pat 

BDs@ 

dftse 


Pure 

’£& 

Pure Folion cleanaes 
Ejolscm bom Ihe body 
oJ an affirdeb LigM 
■ Wanriof. 


Tenl . 

eg JjL\ 

Save your program 

I In the game while 
away from an rnn by 

1 using Ihe Tenv 
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Levfcf 3, ifs time to fight Garland. Equip each Light Warrior with the 
best armor and weapons available. 



fnem/es in The Temple Of Fiends 


BONE 


GHOUL 


OM3 

Gp ,13 


Creep 

imp 

Grey Imp op .13 
Werewolf OfX^I 
Gargoyle o P-23 


't 1 The light Warriors Prepare For Garland 

At Level 3 your Light Warriors should have no difficulty 
defeating Garland. He is susceptible to SLEP and FIRE 
magic and the strong attack of Fighters. Make sure your 
party's HP is full before entering the room, however, as 
your foe can cause severe damage-up to 3Q HP per 
attack. It's also a good idea to bring some Heal Potion 
along in case Garland's attack is fierce. 


Black Orb & 


Can 


O Cabin Op .14 
6 Haal Ptfion O p.1Q 
0 Dap 


O Were Sword 
& Salt PaEicn 
0 Rune Swvd 


Oji.2 1 


Table Of 

Weapons & Armor 

Were Sword -■_n 
Fourri Damage 13 
13000 0) Hit * ; 1G 

PI, Ka NL RM, fiW 

ffleclrve against monale# =l In 
Mie WERE eatery 


Cap 


n 

30 0 

APS** 0 


140 er 

Evade lor 2 


H Kn h Th, 

Nl, RM, FJW. 


WM. WW, BM. BW 










Near Cafte*-ia Town n is easy la 
c^rn Expertise Points anti fcuna 
up vLiu' loveF by lighting Imps and 
Wolves. OftCO you reach Level 2, §o 
Id the Temp*? Of Fiends lo earn 
even mere Experience &J*d Gold 


Soma weapons And anmpr are most 
i:Mr i::i;.vr- |l used agaUts) certain 
enemies. Tina category oS a monster 
may indicate whart weapon Lo use 
F& instance, if lighting a gsanl, use 
Ihe OUinl Sward cr against magic 
uaefa try Ihc Rune Swofd. 
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Fighting Garland 

At Level 3 r Garland will almost certainly fall to the 
Ught Warriors. At Level 2 it's more of s challenge, 
but Garland can be defeated. Your Black Mage or 
Red Mage should use FIRE three times in a row if 
necessary while your Fighter, equipped with a Ra¬ 
pier, should attack. The White Mage and Black Belt 
or Thief should also attack. If one warrior is injured., 
the White Mage should give him the Heal Rjtion. 


The Temple Of .Fienda haa sealed your late 


Upon entering 
Garland's (hrone 
roam you'll note Itte 
Princess behind 
Garland, rot la 
manikin his pel Oats. 
Sep forward 43rd 
Garland w,ll greel ihe 
Light Warriors wi)h 
threats end insulls. 
Hia confidence la 
great. but yOur reighi 
Is greater aim. At Bus 
pant you canned 
pravarif battle end 
escape lha room. 
You'll have la light to 
the finish. 


+ Princess Sara Is Saved 


Princess Sera recognizes the Light Warriors 
and magically whisks them back to Castle 
Coneria. Sara demonstrates her gratitude by 
bestowing a very 
precious gift 
upon the Light 
Warriors—the 



Lute-which is 
used late in the 
game (p,75). 



O 




SPECIAL ITEM 


The Lute 

Through all your advenlures ytwl 
carry lha Lute. Only when you 
reach the final chapter, hcwore./. 
will you put it to use. Read more 
about how itTs used on p.75. 


Bridge Is Built 

So great is the gratitude of the King that he has a bridgE built 
spanning the northern channel to the mainland. Now your jour¬ 
ney can truly begin. Before crossing, talk to the people again. 
Many have new messages. Learn about the Lute from a man in 
the castie. 




Upon lha bridge the Bile suddenly appears along 
with the gamp credits, Now at tesl Ihe real 
ehdtenge m laid before yum 
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<!% Kings (f>ucst 


CHAPTER 1 



as 

Once Sara is safe, a woman in Coneria Town trusts the Light 
Warriors enough to tell them about Matey a, a witch who iives 
in a cave to the North. Follow the woman's advice and visit 
Matoya. You'll also learn a very special magic spell in the 
cave. 






■Malaya Thfr Witch 


Treasure Chests 

O Htal P&tiorr Op.10 

0 Heal Potion Gfl-10 

0 fare PolioB Of.lD 


The Talking Broom Knows A Magic Spell 
Although it seems as if 
the Broom is speaking 
gibberish, it's actually 
giving you a magic 
spell. Translated it 
means PUSH B SE¬ 
LECT. Do this to bring 
up a map of the world. 


^ Matoya Needs A Crystal Lens 

To speak with Matoya, go around her desk and then talk 
to her in the normal manner. You'll learn that her Crystal 
lens was stolen and now she 
can t see very well. This is a 
due to the wise. Find her Crys¬ 
tal and she'll be one grateful 
witch. Learn more about 
Matoya's Crystal in Chapter 2, 

p,22. 




<&§»>> 3TIWASL me 

nmuM >>f> 

m 
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raimka 


The Traveller in Coneria Town Told you about his home in Pravoka 
where pirates roam and people hide in their houses- Here you’ll 
battle the pirates, and if you defeat Them you'll also win Their pirate 
ship. The seaport olso offers some good buys. Including level 2 
magic spells, 


Inn 50 G 

While Magic Shop 

Level 2 Magi: 


Clinic 00 G 


Black Magic Simp 

level 2 Magic 
Weapcns Stop 
Iran Hammer TO G Op.ID 
Sheri Sward 550 G 
Hard Axe 550 G 
Scimitar 200 G 


LU 

K 

l J AH IP 1 PVH 9 

LLUAmIw LltCL 4 

SPELL 

hUCE 

RESULT 

AFFECT 

USES 

BBT W 1 KS 

LUMP 

40 qg 

PlWilf** « tflhl Iv, * *Birtgr Vi too dark. CmiiittrtClD ifl Ofitny* Dart BG*aH 

Chvs Wmrtjr 

niWNdMuMf 

Mb 

MUTE 

roe a 

A* mnny rragte ui*f4 EfO »matf* Id »WiV or Urn* spiriM again*! ydu. 

All Ene.miSB 

KrtJRM.HWWM.WW 

Ya* 

AJJT 

400 Q 

D»m*g** infllgtotf by IHjhlr-niJ an raducud Trtaflrt brTnrttffi ?5 to 50% 

All WjbrrlDf? 

bipy MwM wW 

Y» 

MVS 

400 G 

A wafftor b«w« MivtoiWB and nn aunty to dodge abacks mcreasaa by 20%. 

OM WitflW 

Krt.RM.HWWV.WW V44 

B 

-ACI 

\C II/IaPIP tFVPI 0 

r\ IWB/AL^Ivy LLTtL L 

SPSLL 

PfflGE 1 RESULT 

AFFECT USER 

best Birrs 

ICE 

DARK 

-400 G 

4.00 G 

. A IrMzing wind IMasia all W# *nar«iM, irmgBnft : r»t**nr, 20 to $0 HP d 4 damaga to 4Kh. 

M Eremite ! h,HWFW,aw,mr 

Yea 

! All One nnumim are blinded. IhuA rSdodnjl IfM t41a<Hre«neB£ Of tlW Ofl&Ckt 

AB EnemJy* W.OW.RVr.&nM 

Kg 

TMRH 

SLOW 

40a G Ti y slrengtn pT J w^rWE -nt « iflWWMHJ by 14 Minis 

400 (.i 1 All nnnnvH bit inUHIiaencu and lhe* iTlaC-t 0<0 l*» *1IfctW- 

a™ WniYtor |M!.HU,RWJ6U.BW 
A3 ErwmtoT N 

hie 

ft* ' 


Bikke Tin? Pirate - 


n Armor 50 G Op.TO 
drain Armor SO G OplD 
Iran Armor SOD G 
Wooden Sliieid 15 G 
Gloves GO G 


Heal Potion 50 G Op. 10 
Pora PolBi 75 G Op. 10 
Tent 75 G Op, 10 

Cabin 250 G 
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Short Sword 


Scimitar 

550 G 

Osniftg*: 1.5 


200 G 

Csamagc: 10 

(27S Qt 

Hit % : TO 


(in gi 

HIMb : 10 

R, Kn, to. RM, RW 


a KA, Tti, HI RM. RW 


E 3 


540G Damage; IS 
(375 G] HM Ofc .5 


SOD G Absorb : 26 
HW G} Evade *s; 23 


D 


Wooden Shield 


15 G 
(TG) 

A0»fb 3 

Evade %. 0 

R, Kn. Nl 


Gloves 


□ 

SOG 

Absorb : 1 


m Gj 

Evaded: 1 


H Kn, Th. Nk 80, Ufiv 


RM. fiW, WM r WW r BM, BW 


Table Of Items 
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*The Streets Of Pravoka Aren’t 

After your dangerous journey from 
Coneria, stop at the Inn before exploring 
Pravoka. This way you won't stumble 
upon the pirates with low HP From the 
town's entrance, walk directly north to 
the Inn. 




ir yC’j hava enough money, buy better weapons lor us# againsL Ilia pirates Tine 
SNm gword i% youf &«l buy, but Itte Sfiimrwr 3 JUSO A gwW gJierrtWrwS at I8S& 
man half Ihe price. 


Ap Pummel The Pirates - 


Brkke the Pirate is not at all pleased to find four 
armored and experienced warriors on his turf. But 
although he may think you're just a scurvy dog, 
he'll sic his crew on you. Suddenly nine Pirates 
swarm to the attack. Each Pirate can sustain only 
about ten HP of damage, so your entire party 
should be able to 
defeat them in hand 
to hand fighting. 


PIRATES 


HM 
EX MO 




1 


%< 

A 

fcl 


A 


*¥ You 've Won A Ship! 



Ttw Pirates of PravoKa are not 
stran^ ictiiYHduar.y, but nine ol 

m*m lOgOlhfcr part tte at IfWMl. ir 

you're a: Level 3. you are strong 
snowflh lo stteCk 6h*m n «s 
imuortani to w*5th your HR 
though. H all trie Pirates alack 
parry member h* could low 
HP quickly. Hava some Heal 
Patron cm hand Lo ■preva'nt an 
untimely defeat 



Once you've freed Pravoka from the Pirates you'll find 
Brkke, their captain, is still in town. Talk to him. He'll 
admit defeat—rather graciously for a Pirate—and give 
his ship. The ship wilt be waiting for you in the 


Tim ship witi tm docked eitht pen outside oi me town »t»T yog 
defeat the- Pirates u» Pravoka. 


harbor just outside of town when you're ready 
to leave Pravoka. With the wind in your sails you'll be 
able to travel to lands previously beyond reach, 


SPECIAL ITEM 


Ship 

Trie soc-edy prate ship is you* 
nrnarm Of reaching Itue souffiem 
tends across the sea. 



The Pravokam Are No Longer in Hiding 

The townsfolk are out in force now that the streets are 
safe. They have a tot to say, too, about the Etf Prince and 
Matcya's Herb, and also about the town of Melmond. 



Only al porta can Ihe shtp bo 
doekdd lor |he party ol Ughl 
Warrior a to ■disembark 



tmtftn (0 tfte wonmn Who te : .3 
About Ihe Prtnca erf Rte 
t\ seems he needJ an Herb 
Vom Malaya 10 wake up. 
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She iKing’s truest 






Summary Of Events 


Chapter ] 



CASTLE CQNEHIA 


Meet the Kmg and id tire 
people vbu'N fearn about your 
(j-jdst and the tegeod mat fore¬ 
told your oomlng. 



Get information and buy 
supples for your advenluret in 
the outer workl. Return to the 
Inn to fill up your HP and to 
save your game. 



TEMPLE OF FIENDS 


At U*et 5 or 3 enter Ihe Temple, 
detest eartsnd and rescue Sara. 
A number at roams, remain 
leered Return later with a 
mystic key. 



CASTLE C'ONERIA 


The Princess gross you the Lute 
end tne King builds a brings 
Across Nolh Cruinne 1 . Many 
pecplo have new tales tD fell 





Here, as in the castfe, the news 
pt ypur vfcfgry over Garland has 
loosened the tongues ot the 
good talk. VooH hoar aboul 
M a toy a 


Defeat the Pirates sod win the 
ship. (,#jsrn aboyL tht Eif Prince 

and Mstoya’s Herb. Buy better 
weapons and Levoi 2 Magic 


CAVE 


The »»am tells you a tryptic 
spen-Push R Setect y&u'h also 
ie*rn that watoya noette a 
Crystal lo see. 


f 5 NORTH BRIDGE 


dtPffHPM 

11 




As you cross the bridge you 'll 
learn mpre about the four orbs 
and the credute tor the game will 
appear. 



Unsolved Mysteries 


You've come a long way 
and learned much. Still, 
many questions remain to 
be answered- Where in 
Elf land is the mystic Key? 
Or where should you look 
for Matoya's Crystal? And 
whet is wrong in Met- 
mond? 



fvery clue seems to point 
Toward the South, We direction 
you must now go 



Battle Techniques 


Undead Enemies: 
When fighting the 
Undead, FIRE and 
HARM magic can be 
devastating. Fighters 
should use the Sun 
Sword or Light Axe. 
Use the Mage Staff 
with the Item com¬ 
mand. 


HAHM2 and stronger HARMS 
spelli am the bSSI offense 
against creatures in The 
Unctead category. 



Who rn Etftand might have We 
Kay to Ocmofta’5 measure? 
FfrhdpS 11 is We Prince? 


What sort bl danger Wrealens 
the town Ql Mettnontf in the tar 
west? How do you gel few? 



Use Thor's Hamrruej as a 
battle item to casl Ihe UT2 
SMB 


Sea Enemies: Enemies ■ 
met upon or beneath 
the sea a re susceptible 
to Ughtning spells- 
LlT r UT2, UT3- The \ 
Coral Sword is also 
effective. Defend your¬ 
self by using the 2eus 
Ga uni let. (p.51} 
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The four Light Warriors ore venturing forth Jn 
their swrtt mailing ship. Across dangerous seas 
you"ve guided them to the shores of a vast 
new land with many dangers and many mys- 
teries Here you will venture into dark caves. 
You will explore castles and earn wealth and 
experience But most important, you will help 
people In great need. 
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Northwest Castle ► p.22 


Raise your levels 
l:g tiling Ogres in Ihis 
ragion. For more r sStf 
P-21. 


Arachnid Aso 

® © 


Marsh Cave ► p.23 


H^The Dark Elf ^H^- 

resisted the growing darkness better titan 
of the world, in part dm to their beloved 
Prince, fits honesty, courage and wisdom were 
renew-'?ted throughout Etjlaud and in kingdoms as far 
away as Conerin. But there was one Eif, named Astos, a 
cousin of the Prime, who tired further north and west 
in a country that fell under the spreading shadow, (her 
the years bis castlefelt into ruins and creatures ofdark- 
mss made it their abode. And as the shadows deepened 
on bis land, Astos also fed under their gloomy sped He 
began to brood and soon jealousy crept into bis beart- 
fealomy over the good fortune of bis cousin. 


With his evil hand Astos marched on the Castle of 
Eif defeated the Elfish army and cast a steeping sped 
upon the good Prince, In this way the shadow reached 
even into the heart of Elfland. 

On bis return journey Astos came upon an old 
woman in the forest who peered at him through a lens 
of crystal " Wicked creature/“she shrieked, makingges- 
tares in the air as if to ward off evd spirits, ignoring her 
curses, the Dark Eif stole the crystal and left her blind in 
fix? uiidemess. 


SCdina regions or the southern 
Continent are INCk wilh 
poisonous crealu rei Such as 
Ihe Asp and Arachnid- m die 
area shown on the map. and 
near Ihe Millay i> ol £llland r you 
Should never travel without 0 
good Supply of PURE Potioos 
wdh which to recover Irani the 
attacks cF those viperous 
monsters. 


2M AP 


Only with a gih brought to 
by the Light Warriors 
he Owarl enpmws be 
to blast this channel to 
the Western Sea. Read mome 
about how Ihis is done on 
p.2$ 


Outer World Enemies: p,21 


Dwarf Cave ► p.25 


Castle Of Ell ► p. 19 

Elfland ^p # 20 
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such qn herb. By helping Wlatoya ond the Prince you will earn entrance into 
the locked Treasure Vault. 




SPCCiAL ITEM 


The Herb 


Treasure Chests 

0 Silver Hammer 
0 400 G 
0 330 G 
0 Capper Gauiitlei 


^ The Sleeping Prince Holds The Key 

Many years ego, the King of Concha entrust¬ 
ed the Key to his treasure with the Elf Prince. 
To get this key the Tight Warriors must 
somehow wake the Prince from his long 
steen 


THIS Wise man in Coftena 
Celia you where 10 Q#J the 
Key. 


ir Unlocking The Mystery 

The pieces Of the puzzle fit like this: to wake the Prince you need a magic 
Herb; the Herb js held by Matoya; bring Matoya the Crystal that Astos stole 
and she wi I \ give you the Herb; d efeat Astos to da i m the Crysta l r but fi rst you 
must find his Crown in the Marsh Cave and return it to him, The road is a 


Malaya's Tiaa-ei herb 
naa me sited Of counter¬ 
acting Ihe steeping cur&e 
£s1aa pul an 1h# Prince. 


Silver Hammer /jJ 

Copper Gauntlet 

25M G 

Damage: IE 

200 G 

Abwfp . 2 

[1250 01 

m*h ■■ s 

flOO Gi 

evade 3 

a Kn r Ni WM, WW 

n, Kn, hi 



The Dark Elf must be defeated si 
Wortlwea! Castle after yw bring 
him his precious Crown. Only in Bvia 
way cAn you win 1h# Oyafel stolen 
Irom the wrlch, Maloya. so long ago 
5&0 ogs 22-23 for more details on 
Ibis difficult task. 


Sad south one# rfiore with ih# 
Herb Taka it bo tms Casll# OF E*1 
and wake up Ih# Prince. He Wdl 
revive, lhan award the Light 
waffiora with the myafe Kay 
with which they can egen 
locked efeors aod recover 
valuable treasures. 


Table Of 

Weapons & Armor 
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The village of Elfland is known far and wide for its excellent 
weapons and armor, You'll also find Level 3 and Level 4 Magic 
Shops. Many elves will teSI you about the fate of their Prince and 
give dues to help you find Astos. 


Blatk Maqid Shflfl 


Level 4 Magee 

^“73 -t-tt 

Wtiiie Magin Shop 


Level 4 Magic 

^ PI# 


, ,j?4 

Inn Amur GOO 0 O p.!4 

. rvii' : ”*TT 

Copper Bracelet 1000 G 

: z t niiic 

Iron Shield 100 0 


Cap 90 G O pH 

[iratr «, n j i,, 

Wooden Helmet 100 G 

t7-H - 


T-tr 



k 200 6 
Urge dagger 175 G 
Iran Stefl 200 G 
Sabre 450 G 
Sihier Swonf MOD fi 


Hem Shop 


ffi?HITE KOaG IC LEVEL 3 


Op.10 Houst 3000 G 

Q MO Soft Potion 900 G 

Op 10 


Clinic 200 G 


sreuL 

MICE 

RESULT 

AFFECT 

USER 

BEST BUY* 

ci mi 

I 500 G 

J A WPNiQf ™H rBCfflrtT trOfn ba&wwin 32 [a- 64 pglrtia d! bai H-P 

Onfl Wanriffl 

1 KARRMIttM.-Wr 

V*a 

HPMJ- 

jiSOOO 

:r,ll‘CTi bBlv.C-or. 40 1<> ISO damfifra ptinli <Jn all Undcad enerr-^s 

IM Enornia 

>W.WW 

Wg 

AFffl 

1SMJG 

RaducM Its? dnmngn- }p aU Llgrtil; Warner* j rom KtlAfik* by 2S 10 5M*. 

^ All Warrilra 
AUWrtKiw* 

K*.ftbL 

!"wm,ww 

res 

Ho 

NEAL 

ISM a 

TNj Liflhl WArrlfira rejui 12 to 24 writs gi HP mh 

Black Magic level 3 

SPlli 

PfilEE 

RESULT 

AFFECT 

USER 

REST SUITS 

rsRj 

lSOTG 

n* second is™ spall IfiflifiB feetwaan 30 to 13$ damage t»m(8 on *idn hww. 

Al 5ncml(is 

lii.SM.KVlCHM.6Yi 

Vgp 

HOLD 

LTT2 

iSMO 

Similar to 9LEP. HOLD SSH pul on a ohflftrv Into p gpMnnk: stUDW, 

Oil? Enemy 

kl.flMRW.BMBW 

NO 

ISM G 

71* aocond lightning ptlack Jt-tls a* ern&m*a. paritailarty those In tfw Wpjgr Vagary. 

Aft En&TTiic! 

piXMw.eif&y 

woa 

LOKi 

1SMC 

Uwka In vour aim on afl me anamlga mtpcking.. which mweaMB your autces*. 

AH Enemies 

:HiSU,Rrt.BU.B# 

Ng 


JMk Table 01 Weapons & Armor 

Iron Nimclruk 


Ir&n Staff 

Silver Sword 

Iron Shield; 

200 O CWnage: 16 
(100 O] Hit** : 0 

200 G Parnega: 14 
(100 0) H ; 0 

4000 G Damage: S3 
CiOOOG) HK« : TS 

100 G Absorb : 4 
(50 Gd Evads %: 0 

Mi BB, M« 

H. Kn. HI. $B. Ma 

FI, Kn. NL RM. RW 

R, Kn. NI 


Urge Dagger Q 

1 ?S o Dwri&0e: 7 

(B7 Q) J Hft Sh : TO 
R Kn. Th. Ni. RM, RW 


u 

HV 


Sabre 

0 

Ccpper Bracelet £J 

Wooden Helmet 

4S0 G 

Pnmags: t3 

TOO* G ! Abwrh : 4 

100 G Adsorb : 3 

(225 G) 

m% : 5 

_^SO0 9 | Etffltle Hb: 1 

(50 G) Evade %: 3 

FI. Kn. Tb. Mi RM, RW 

R Kn, Th r Ni. MS, 

RM. RW. WM. WW, 0M. BW 

FI, Kn. Nl 
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CThite Magic LEVEL 4 

SftLL NICE 


tA Ihe Fur* Poikxt, 



reducing Iho *tf*c*s by 2& 5p 50*. 


AFFECT USER 1 BEST BLEYS 

fjMJIW.WM.WW 1 V . 
WWM j _ Np 
~ flMfiW.WM.™ ' Yaa 


mjj 

-WOO S Cgunlorm;1s Ihp MUTE $pall c/ an gflnlfiy fling l£ ujar, aitgwifig yfrj (* uoe rtagtifl again 

One Wank* 

rwjwm,ww 

NO 

R, 

APt< 

/ M ArZlG 1 1 EVE1 k 




ML 

AL-r 

v IWIMLalU LtVtL 4 




imi 

nis 

RESULT 

AFFECT 

USER 

BEST BtlfS 

SU5 

ttMfl 

The mcwyiJ are* mofl ps^srftjl Bltep span la mgr* gflgtitva- ?ham SUSP 

One framy 

h.RM.IW.ElM.Btt 


FfST 

Jiowe 

IncreBjaa me numtow gF hits pof attack aftfl cburttortHB SLOW. 

One WBtW 

1 ivi.RM.Frrtm ew 

Yes 

CONF 

40M G 

CMtosw. af anamtos so much *141 may beg*! attaskkne aaeh rilw 

an Enamies 

1 UkRH.W.tttBW 


>C& 

<DOoe 

A WJuard capable of 40 to IOC points o» damage is Iwled at ifl era mist 

An enarnias 

to.RM,flw.*tf.Srt 

Tta 


Table Of Items 

House 

Sflft Potion 


me SP 

E3g m 


Use Itie Hipgse when you're 

if turned to stone, a Ugnt 


far trpm ehiilizR'Itorv. Is aave$ 

Wwrior can become human 


the flame and recovers Una 

again if ha is given a dose d< 


party'a HP and Magic. 

Ihp Sgfl Potion. 


^ Earn Ogre Gold Tbe E#$y 

To obtain the great weapons and 
high level magic spells in Elf Sand 
you'll need lots of gold. East of 
Effiand is a place where Ogres 
appear frequently. (See the map 
on p.16) Defeat the Ogres to win 
their gold. 



HP starts to drop, 


Chapter 2; Outer World Enemies 


tt» c 

Ogres and Creeps m this 
awa is arena *w byifAnfl 
up your Levels as wen as 
eartiing coW cask 


wolf op.it 
GreyWoff Op.11 
Grey Imp Qp.13 


GREEN OGRE 


Ogre 

Creep 

Asp 

Gefst 

Arachnid 

Op.13 
Op.13 
OF-13 
Op,31 
Op.30 

SCOF 

PION 

. 

m 

f : 

H-4t AP IV 

1 ttl 6*P_ 

70U 

—=— 

■ --— 

I — 

— 
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(Hast It 


Visiting the ancient home of Astos is your next great task At Level 4 
or 5 you can reach the Northwest Castle. There a king claims that 
Astos has stolen his crown, but you are not yet strong enough to 
chase into the Marsh Cave after it. Wait until Level 8 or 9. 






'iVhi-n ytii.j defeat Asia* ydu Will 
receive Ihe CrysLal Take 9ms TO 
jp 13| and e*c»iange it fa 
Ihe magical Herb that wfl wake 
up lha Elf Pdioco. 


SPECIAL ITEM 


The Crystal 

Tfia Crystal once befogged la 
Malaya and h*lpa£l twH vision. 
Reium il to Iw and you'll 
reeanm 9» Herb TO vwokc Ihe 
Prince. 


*¥ The Nameless King 

An Elf in Elfland warned you that Astos is in dis¬ 
guise, it is true. At first he seems to be a lonely 
monarch who has lost his crown. 


The only double-creasing 
going on here is by Ihe 
mysterious king in 
Horihwesl Caalle. His 
command is on® you must 
obey, bui his purpose is 
itcri noble in Ihe Was) 


ir The Dark Elf Exposed 

Once you J ve battled through ihe Marsh Cave and recovered the missing Crown 
{see p.23) you'll return to Northwest Castle. Then Astos reveals himself as a 
wicked and powerful king and attacks the Light Warriors. As always, enter the 
fray with your maximum HP The best attack strategy is to use FIR2, or FAST on 
Fighters and Slack Belts. 


ASTOS 

HP: 168 AP: 26-52 

EXP: 2250 0:2000 
RUB, SL02 U12, SLOW 
EAST, FJR2 DARK, SLIP 


Power ‘ 

Jtaff H 

Found 
023*5 Gf 

Carnage: 12 
: 0 

Ft, Kn. Ni r 
WW. EM, 1 

». Ua. WM, 

sw 


YQuf BlfLCk Wage or Red 
Mage nan play an mwi 
roJe m two ways. His ffi, 
spell will hurt Asm ejfr® 
and by us-*g Ihe FAST i 
an fablers. Ejiack Baits, 
thiewea, they will inflict t 
greater damage. CUR2 will B5st 
ceme to bendy as AslOS can ► 
more lhan 5Q HP of damage $• 
Light Warner. Voji need TO Im 
to gel wounded party m*mbwi 
back on Ihelr feet 




Table Of 


Weapons & Armor 


Fi. Kn, Tb. Hi, RM. RUT 
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arsl] OdaiJB 



Here In the gloomy depths of the cave the Light Warriors face their first truly 
epic struggle. The enemies are fierce and strong and it's not easy to com¬ 
plete it on your first trip. The single most important tip is to take 99 Heal 
Potions! 
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Tr«fl*ura 

Cheat* 

O Empty 
0 Large CTagper 
Op 20 

0 Empty 

o m g 


Floor 81 


4 * Pitying ft Safe 

Don't try to find alt the treasure on your first 
trip. Take along a few Houses and use them 
just outside the cave entrance. Head bedk 
out when your HP gets low. 
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(E atie 

The Industrious Dwarves are busy in their subterranean home, Here you will 
find much treasure and information. This is also where you meet Nerrick, 
who can help you reach the Western Sea. 



TUie Blaclomrih ^—- 


Treasure Chests 

o m g 

9 575 G 

0 Cabin Op.H 

0 Iran HeIitie! 

0 Dragon Sword 
0 Silver knife O p ?4 

0 Wooden Hof met Op.ZD 

0 Sitwr Ammr 
0 575 G 

0 House Op.2f 



ir The Blacksmith 
Needs Adamant 

If you can bring a precious min¬ 
eral called 1 Adamant to the 
Biacksmith r he will forge for you 
the ultimate sword, it won't 
happen soon, however. See 
Chapter 7, p. 72. 



Ramembsf iitai ihe Sacksmiih request 
Adsmanl ii tie is to make Ihe SwOrd Kcalber. 


Nerrick Needs The TNT. 


Nerrick, the Dwarfs' chief engineer, is 
opening a channel between the West¬ 
ern Sea and the Aldi Sea. It is the only 
way you will be able to reach 
Melmond in the far West. 


Table Of 



Witti Ihe Key you received 
after waking Ihe Ell 
Prince, qo to Coneria tor 
the T.NT 


Herrick, will lake Ihe TH.T- 
ar>d pul a IP gecd uSt 
How vov should head 
wesl for Ktelmond. 


Weapons & Armor 





Iron Helmet 


Silver Armor 

Absorb . $ 
tf25 0) Evope 5 

7600 a Abaofb : IB 
l.arsoai. Evaded: B 

ft Kik Nl 

FI, Kn, HI. AM. RW 



Xcalber 

_ c 

Found 

Oantage: <5 

130000 G) 

Mil % ; &5 

Kn 
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'NJ 


Stic Sleeping $rinct 

N 




Summary of Events 



When flVa- LW Wwrtorg 
reached Level a or $ they 
should heind 10 the Marsh Cara 
and ejrbtora oauliOuSty. 


Relurn (he Crown to Ihe King 
who turns nth Id be Asloa. Ralte 
Ajt&s &ntf win ihe Crystal. 


Return to the Nc* 1 h bringing B*0 
Cry ala I lo Maltha Sb* reward 
(he I ighi Warriors wilh a special 
Herb. 


Wake UR the Prince using Ihe 
Herb, m grewude. tie will gwe 
you the Key lhat Opens the 
locked treasure vaults. 



Sack m Elftanb one cl (he 
Citizens bells of a ship that flies 
through the air. 


Open Ihe treasure vaults wrih 
(he Key. Here you wiftl find gold 
some special hems 
deluding T.NLT 


Re burn to (he ivins ol 1h* 
Northwest Cm de. Unlock the 
locked doors and collect totas' 
hidden treasure. 


Meet Merrick and give him the 
T.N.T Welti (he explosives hft wi 
bias! a Channel to the Western 
See 



Unsolved 

Mysteries 


As you venture further, you become 
aware of greater mysteries. Where 
is the source Of the Earth's rot? How 
do you get the Floater Stone and 
the Airship? 
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.'/jSlow the Light Warriors hove passed beyond 
^The inner lands to the greot Western Sea. Here 
they wfrencounter the first of the tour elemen¬ 
tal forces and enemies far stronger than ainy 
they hove met up to now. The once beautiful 
: town of Meimond is a source of Information, 
magic, weapons and a place to recover 
strength. 
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Outer World Enemies: p,3D 


Sarda'sCave ► p. 33 


Titan's Tunnel ► p, 30 


Earth Cave ►p.Sl 


Melmond ^p*29 


mm 


^ j LVilJ 


3MAP 


Cha 


i-H3i The Dying Earth 

O n agespast the town of Melmond was known as a 
seat of homing, a city of peaceful traders and 
beautiful gardens on (be western border of civilization. 
But when the light was drained from the four orbs, 
Melmond suffered greatly, perhaps more than any 
Other town. The rich soil underfoot turned to clay. The 
plants died, People moved a way to seek a living in more 
hospitable lands. Some Of ibe braver citizens sought the 
source of the rot, wandering fiirther afield until they 
reached the black month of a cavern far south of 
Melmond. There they heard of the coming of Ikh, the 



Fiend of the Barth, but none returned to tell the tale, 
For an age Uch bad remained buried in the cool 
bosom ofthe Earth, waiting for his time ofascendance. 
When tight drained from the orbs, itch sensed it and he 
stirred. Creeping from bis dark hole, thefoul breath of J - 
his passing turned all it touched into poison. The rot 
spread across the land tike a brush fire, ft was the 
beginning of the end, and Lich rejoiced. 
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Talk of VampiFes and Titans Is rampant In Met man d, but there is much 
truth in the words. Learn about Saida, the Sage, and the Vampire who 
lives in the Earth Cave. The Steel Armor far sale here is one of the best 
buys anywhere for your Fighter, Also, be sure to meet Dr. Unne, 



Amu* Simp _ 

Suit Atmw 4500:0 G 
SsfctF Bracelet 5000 G 
Pp.24 

Iran Helmet 450 G 

Op, 2 5 

Cower G-i! j ‘I'lel 750 0 
Op-tS 

Iran Gairnitot 750 G 

O v 22 


-— Dr. Unne 

Weapons Shop 
iron Staff 200 G 

a p 20 

Sabre 450 G 

OP-20 

-■iing Sword 1500 0 
Felchrm 450 0 

OP, 2 2 


Inn 100 G 


White Magic Shop 
Level 5 


Black Magic Shop 
Lewi 5 


?5?hite EJagic LEVEL 5 


IVHL 

PfllCt 

RESULT 

1 AFFECT 

USER 

BEST am 

clad 


fi warrior wfl recorar batman 64 and ’25 pOHltt tf. lost HP, 

I One warns* 

1 flW.fiW.WMWW 

Yes 

Lj?E 

BCDDG 

Bavin’s a dead warrior, but does rvn work during Sadia- hp only recover* by 1 - 

1 One Warrior 

i HW.WlYl.WW 

Yea 

[hruq 

BO DC- ‘3 

In ll.il btTwnen QO aid 240 domes (M damage (O 4 U UnCB*S mowHer?- 

i AH Enemies. 

IWkAWW 

i,-z 

|hEL? 

BODOG 

Revila. ii: lUh Warrior yMV 2* to 4 0 JNlrvte Ol reg#Si*d H& 

AH Wirriore 

, wkr.WW 

m 


Black Magic levels 

<vf h Rirc 


SftLL 

rv.lCE RESULT 

AFFECT 

USER 

m m 

m 

BOM G, Thu ariuh-jual lire spaa ceuaea damage o' 50 SCO wins 

M Enemies 

flM.FMLSM.BW 

Yes 

BANE 

SOM G A poisonous clodd descends on ail your enamiet. UTteciy d ties ana mercy n ihom. 

Aa Enemies 1 

mvfi M s aw 

N<0 

WMP 

KHW G Ths Light Warriors are magically Ire/iaMmed to Hre pnevioue lewi or e dungeon. 

Ai WairiOTi 

RW.0M.O W 

Yet 

SLOS 

SOW) dfThrfl mjMl powerful 5l«** SOeM ths enaruy miro.oaa end Inaflfdmrp. 

One Ercamy 

tiMjftV.Btr.Em ( 

No 
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^ Assist On Unne And He Will 

Later in the gam© you wilt 
have a chance to help Dr. 

Unne in his language 
studies. Dr. Unne will 
then help you proceed to 
the final stage, (See p,61} 


Yon 
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Once you have won the Ruby from the Vampire (see p.32) you 
should seek out Sarda. the Sage. To get there you must pass 
through the Titan's Tunnel. The only way to do this Is to feed the 
Ruby to the hungry Titan. 


1 Enemle 

s In | 

The Titans Tunnel 

Green Ogre ©p.2l 

Ogre 

OP-13 

Grey Wolf 

©pit 

Tiger 

©p51 

Arachnid 

©p.30 


Getting Past The Titan 



To Simla's Cave 
The Them 
Te Melmond 


Treasure Chests 

O Silver Helmei 
& 450 G 
0 m G 
O Greal Am 




To bribe the Titan into letting you pass, you'll need the Ruby. The Ruby is kept by the 
Vampire in the Earth Cave. Find him on the 3rd Level of the Earth Cave and defeat 
him (see p.32) then bring the Ruby | _ y- _ A w 

to the Titan. II V.-‘*I V. n Rutv lor !' 

|| L s hi Warriors. 


It Ij Impossible to lifihl 
your way paal Ihe 
TiBn of to catch blm 
noppitlfl. Thfr Ruby is 
your hoy. 


Orica lha Titan has gobbled 
up tbo Ruby, ybu will be Iree 
IB mok* on 


Chapter 3: Outer World Enemies 


Shadow 

Image 

OP 23 
OP.31 

Grey Welt 
Wolf 

0^11 

©1*11 

Sea Creatures 

Tiger 

Op.51 

Earth 

©p.31 

Sahag 

©p,21 

Ghoul 

Op. 11 

Asp 

©p.13 

Red Saheg 

Op.21 

Geisl 

Op-31 

Ogre 

Op.13 

Shark 

Op-21 

Op-21 

Op.21 

Giant 

©p.3l 

Creep 

Op. 13 

Kyzpku 

OdriEye 
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Sotting Sartti CHAPTER 3 



^£artt| (E HtlE 

Two major to$ks awati you in the Earth Cove, but the dangers are 
countless. First you must seek out the Vampire and win the Ruby 
Second, Uch, the Earth Fiend, must be defeated. Sarda can help you 
with this final task. There is also a place to earn great wealth. 






Enemies tn The Earth Cave 




GIANT 


O 1975 G O Pun Potion 

0 aaa g OpiQ 

0 Meal Ptflion 0 7B5 G 

op ID 


BuH 

Asp 

Qgns 

Graen Oflra 
Gargoy'e 
Spider 
Arachnid 


OP-30 
OP 13 
OP 13 
Op2l 
Op23 
OPI1 
Op 30 


Mummy 
Gray Waif 
Were Wolf 
Trail 
Specter 
Cocirice 

Qoifc 


pp30 
opit 
OP2t 
Op30 
QpAZ 
OP« 
Op. 30 


't 1 Earn A Fortune 

In this branching corridor you wilt 
encounter Giants at every step. With 
each victory you will earn 879 Gold (per 
Giant!) and 879 Experience Points. 


Treasure 

Chests 
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Floor B3 


Td Floor B2 


Treasure Chests 
O 3400 G O Ruby 

0 1D20 G 0 Tern qp.IG 

0 Heel PoliMi on >0 


^ The Ruby 

Take the Vampire's Ruby to the Titan in 
the tunnel. (See p.30) 



^Vanquish Tbv Vampire 

Like alt vampires, this one can be defeated through the 
use of garlic, wooden stakes or fire. Unfortunately, 
there are no garlic cloves or stakes handy. Use your 
FIR2 to inflict the greatest damage. Harm spells also 
work well. 



The Ruby is a 
vflhuatoic tm&m 
ter your victory 


The OaizTe magic ot ttie Vampire 
tan sUm a warrior auto put him out 
cr action. touTS and SLEP «cfO 
work as a delensa, But INVS may 
keefl thft swrft Irotft bflto 3 

eftectiwe. 


VAMPIRE 

HP:156 

EXP:1200 
Undead 

APs76-152 

0:2000 

FIRE, HARM 

Dia^zl»<Sn> 

QAKE, ICE, 
RUB, BANE, 
BRAK, Slip, 
STUN 



ip An ImmoraMc Sit me Piate 

To pry up the Stone Plate you'll need a sturdy rod to 
use as a lever. Sarda, who lives beyond the Titan's 
Tunnel has such a took 


Treasure Chests 

O 5450 0 © 1455 G 

0 1520 G O 1210 G 

0 Utouden Start op.lQ0 Silver Shiehd 
0 3400 G O Cabin OplI4 


To Flow B5 
Flow &3 


usin^ rn Rod you'll Be able to 
lih the heavy Stora Plate. 
Reviles below It i& a passage- 
to Ihe Peeper toveU the 
Earth Cave 
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FLOOR B5 



The Fiend's Orb 
LWi. Th* Earth Fiend 


Table 01 

Weapons & Armor 



Found 
(4000 C] m <*> 


Fi, Kfl, Th, HI, RM, 



<+■ i/i/j, £frr/6 Fiend Has A Hag Of Tricks 


Lich can. use STOP ZAP NUKE and other 
strong spells. Your best move is to enter his 
room with full HP and boost your fighting 
warriors with FAST. Harm spells and Fire 
spells will also cause damage. AFIFt is a 
good defensive spall to protect against 
NUKE while CUR2 will help warriors recover 
HP in battle. 




HP:*00 

AP:40-80 

EXP:2200 

0:3000 

ICES, SLR! 

FIRE 

FAST, LIT! 

ICE, RUB, 

HOLD, FIR! 

BANE, STUN, 

slow: slep 

SLEP BRAK 


After defeating Ihfr E$i1h 
Fiend (nave larward and 

irMirh Ihra rihlaak rwh Vhii 



cave of Sarda and the old sage inside. He will give you a Rod. which can be 
used as a lever on the Stone Plate in the Earth Cave, 



Visii Saida And Claim The Rod 


ir The Rod Opens The Way 

With the Rod, return to the Earth 
Cave and pry open the Stone 
Prate- It is the only way to reach 
the lowest 
levels of the 




Sarda dascndaS how 


SPECIAL ITEM 


The Rod 


Tho Rod gives you Ihc HrangRh 
of a dozen men, -enough bo lift 
the hesjvy Slone Plate. 
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Summary of Events 


Chapter 




Gather infer,ipaliafl in l?»a 
■.vrj-sref i’, port and buy strong 
flraiDf. Bring plenty Of Heal 
PtHian from Canaria. 




Out Bw Vampif* desp in 
Ihe cftya find Ho bailie with him 
lor Ihe Buby 


TITAN S TUNNEL 


fijya Ihe fluby to the Titan, who 
loves Irtern lor lunch, and: ha will 
lat Ihe Light Wrings MSS 
Ihrouflh his cava. 


SAROA'S CAVE 


Spea k to Sarda. the sage, and 
he w< give you The flWt-S tool 
that helps you wi Ihe -Stone 
Plate In Ihe Barth Cave. 



Return 1o the Earth Cave vi* Ihe 
Tflan's Tunnel, Make suie Eo 
colled treasure In the treasure 
vault lha funnel. 


EARTH CAVE 



Lift the Slone Pmlfi and venture 
Into the depths of Ihe cave. 
Battle Ltch, Che Earth Fiend If 
you win. 9n nnU will shine again. 



Unsolved Mysteries 


What are these takes of a 


great civilization in the 
Far North and of the 
Floater, a stone that 
defies gravity? They 
sound more frke rumors 
than reality, but in follow¬ 
ing the trail of myths you 
may find them. 


It only one could reach Itts 
a/tdenl civteahdn ent mignt 
find pcw«fiul help for the baWaS 
10 cpme. 



A Floating Slone and a Hytng 
Hhtp ara ; jsi two ol the wonders 
that lie ahead- 



Or UnriE has travflflod 10 Ihe Par 
Tforth once hlmwU, but he 
iveeds someone else to go now, 


Battle Techniques 



It takes a Special weapon to 
turn aside s magic spall. 


The further you go in 
Final Fantasy, the more 
weapons you will find 
hidden deep in treasure 
chests. It is important to 
know which ones to 
keep, The Giant Sword, 
for instance, is very 
powerful against ene^ 
mies in the Giant family. 

The Rune Sword works 
like magic against crea¬ 
tures that use magic. 
Look in the tables of 
enemies to determine if 
a monster is classified 
as a magic user. 


Another specialty wea¬ 
pon, the Dragon Sword 
comes into play more 
and more near the end 
of your quest, where you 
will encounter dragons 

B l swords can be 
ar fighting ether 
k families, too, 
hey lack the 
h of norma! 

i. 



AHhdugh the- watery Hydra 
dofcsn'l breathe fames-, it is a 
member of the Dragon family, 


i«,WhWA MMMMft'fcirt 
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Outer World Enemies: P 45 


Gurgu Volcano 

►p.39 


To reach the lea Cava you 
must weigh anchor m the 
mouth or the nvftf and 
use (ho canoa to sail 


m ppm 

i' - 


c: 4‘M AP 


Crescent Lake ^p*37 


H undreds of years ago a great civilization m the 
North trea ted magical objects that could do wond¬ 
rous things. One of these objects was the floater Stone, 
It was able to suspend gratify around a much larger 
object, jay a castte or a ship. A tid indeed with thepower 
of the Floater the ancients built castles in the sky and 
Jiving ships 

But 400 hundred years ago a terror appeared in the 
skies of the North The wonderjid ships and castles of 
men began dropping from the air tike stones, fearing 
that their magic would he utterly destroyed by this new 


RhW monsters 
attack as tha Light 
Warners paddle 
upslraam. Magic 
will do Ifttia good, 
So Concentrate on 
lighting with 
weajwns. 


Jtyukahn Desert ► p,45 


force of evil, one brave band set out in the last remain^ 
ing airship They Pete to the South where thefiend ofthe 
wind had not yet come, and there they hid their great 
treasure. The airship urn buried in the dunes of a 
scorching desert ubiie the Floater that powered the ship 
was taken to a cave of ice. *4$ the men made their way 
back to the North, they were lost at sea , as was (heir 
precious knowledge 


Ice Cave ► p.42 
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tHamura 3ln (Hire 5?ktj CHAPTER 4 



(Eracent ^Ccikc 


The Silversmiths of Crescent Lake are renowned tor fheir fine work Both 
weapons and armor are available here. Most important are the Sages, 
lukahn and the Sages have much to tell you about the four fiends afflicting 
the Earth, and Lukahn gives you the canoe. 



Weapons Shop 


Silver Knffe 900 G Op 24 
Silver Sword 4550 G Op.20 

Silver Harnmer 2500 G Op.T9 
Silver ta 4500 6 


Arrow Stipp - 

Silver Armor 7500 G Op.29 

Silver Shield 2500 G Op.33 

Buckler 2500 G 

Silrttf Helmet 2500 G Op 30 

Silver Gaunllei 2500 G 


Circle Of Sages 


Magic SJHp 
level 6 Magic 


M hqI-c Shop 
Ltv«■ I 6 Magic 


h&tn Strop 
Heal Portion 65 G 
Pure Portion 75 G 
Cabin 25Q G 
Mirose iLIDU G 


OiIO 

Op.ro 
dp. u 
Op. 21 


White EOagic LEVEL 6 



Black M 


AGIC LEVEL 6 — 


SPELL PHICE 

RESULT 

AFFECT 

USER 

BEST BUIS 

UTi raeto 5 

Slrongtst llghlnmg ipcll da nag fa all BViairVfiS Irsm twh^fn M W? HO OonHS- 

ATI Enomiea 

sM.eiv.Rw 

Y*a 

RU9 UKiXi G 

Erma* an immy cc*npJ*l*i^ but do** n« wtx* on UOdaad roonsfara. 

One Energy 

BMJJW 

Vrt 

Qwfi soon c 

Cnaaro open *kt» in th» ffiwnd and s mUtwt ott Mm onemioi wtwfe. 

All Erwfnkra 

EtM.BW 

Ho 

site ] JMfl) 5 

An oiWffly *»l Up to SOD HP W 1*1 bfi Kirjilnad, maxing n an niay tarna!. 

On* Emmy 

BM.BlN 

He 



Silver Axe 


Buckler 

E 

4500 G 
[£250 GJ 

Damage25 

Hfl : 10 


2500 G 
(1250 G) 

Absorb ; 2 

Evade 5 

F1l Kft. Mi 


fl h Kfi r Th, Ml, RM. RW 


Silver Gauntlet 


25DO G AtMfts ■ 6 
(1250 G) Evade $ 
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SPECIAL ITEM 


The Canoe 

to reStth foe «n|.BfiOr 
is by Canoe, DftCV 
it to you. simply 
the Ca™ 


*P The Wisdom O f The Sages 

From the beginning of the game the fate 
of the four orbs held by the Light War¬ 
riors has been a mystery. Now, in the 
presence of these wise men. some of 
the truth is revealed. Having defeated 
Lich already, you will have noticed that 
ona of the orbs has regained its light. But the three other orbs remain 
dark. You will have to defeat each of the four elemental forces before 
each orb shines again, and even then your task will not be entirely com¬ 
plete. Also keep in mind that Liqh is the weakest of the four fiends. But 
don't let this knowledge dishearten you. Each time 
you defeat a fiend you recover some of the lost 
power of the orbs. 


Here a 1**1 you team ho* the 
four orbs foal their 6ght. The (pur 
fiends seized the power and are 
no# burning it to frxhf «n vila 
purposes, Aware that foe Light 
WHMfor 3 are the one hope ct the 
world, Lukflhn grafts you foe 
Canoe 1o speed you op. 


^ Remember EXIT 

The importance of EXIT magic will become apparenl 
as you reach even more difficult mazes and dun¬ 
geons. Once you have completed the Cfass Change 
(see Chapter 5. p.52j return to Crescent Lake and 
buy EXIT. It is the most important magic in the game! 


Seek The Fha ter 


When you first en¬ 
counter this fellow he 
doesn't have much 
to say. But after de¬ 
feating Kary. the 
Fiend of Fire, speak 
to him again and he'll 
tell you to look for the 
Floater in the Ice 
Cave. 


To receive fota 
message yOu musi 
Uut defeat Kary in foe 
dSpflhs oF the Gurgu 
Volcano, Ti»t cave at 
which the man speaks 
is in the meunWihS to 
Bit North 0»CP more 
you musl bravol using 
foo Canoe. 




Although foe Ois^ic SfieEi 
are getting coally, EJfrt 
and WV2 are hofo weB 
worth foe COW you Jpsnfl 
Unfortunately. you worn 
be Abie to buy ihtm unti 
later in the- game. 
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d)urgu ^Uolcmra 


Just as you did at the Marsh Cave, use a House before entering the Vol¬ 
cano. If your party dies inside, you'll be abfe to come right back. The hot 
lava floors will drain HP with each step. Be prepared with a full load of Heal 
Potion. 




To Floor 52 To The Outer World 



^ journey Up The Creek 

Refer to these maps and the large 
Chapter 4 Map to plot the correct 
course up the rivers. Many turns lead 
nowhere and if you paddle up them 
you' ft lose time and HP while battling 
the river monsters. 
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Treasure Chests 




0 796 G 


0 Cabin 

0(1.10 

0 750 G 


a> 1?&D G 


& Giant Sword 

0 p.42 

® I5ZG G 


0 4150 G 

© Silver Shield 

Op.33 

0 Silver Hetmat 

0 p30 

© 1455 G 


© 1520 G 


ffl Stfmtr Ah 

O Pl.37 

0 SflvEr Kelmet 

Opl3Q 

© 1975 G 


O Silm HalmaS 

0 Pl3Q 

© Pure Potion 

Op.lO 

0 Heal Pillion 

o.p.10 

© Heal Potion 

Opto 


^ Watch Your Step -—- 

The heat of the Volcano is tremendous. Each 
step on the hot lava sections will drain HP from 


+ Find Treasure First 

Much valuable treasure, including armor 
and weapons especially suited for use in 
the fiery realm of the Volcano, is to be found 
here. Take your time. Kary the Fire Fiend 
isn't going anywhere. If you bring several 
Houses along, you can restore HP using 
magic. This saves i 
your Heal Potions | 
for the final assault. 


Two or Biroe 


all four members of your party. Keep tabs on your 
HP levels as you delve deeper and plan each step 
to reduce the distance you have to cross on the 


El flAES DT D 
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©amors 21 tt Sire #kg CHAPTER 4 



Fighting tire Monsters 

As you might guess, the best way to 
defeat creatures of fire is with ice, Ice 
spells ere particularly effective in the 
volcano. The Ice Sword, which you'll 
find on Floor 64-B, is by far the best 
weapon for your Fighter. As for armor, 
in the Ice Gave you'll find the Ice 
Armor, (see p. 

44} which 
protects you 
from the hot, 
scorching at¬ 
tacks of many 
monsters in¬ 
cluding Kary. 





Treasure Chests 

0 7340 G 

0 Purs Ptttian Op. 10 
0 Flame Shield Op.42 
O Ice Swcrd Op 42 

0 m g 

0 1760 G 
0 2760 G 


0 Soft Potion Op ?1 
0 ID G 
© 155 G 

© House Op 21 
© 2000 G 
© Empty 

ffi Wofldwt Staff Op. 10 
© 1260 G 


To Floor B5 


r + Predicting Enemy A ttack 

Many treasure rooms are guarded 
by powerful monsters who always 
appear in the same place. Know¬ 
ing this you can be prepared for 
their attacks and, sometimes, you 
can avoid them altogether. Some 
monsters attack as soon as you 
enter the room. But others inhabit 
only a single spot inside. If you 
step into e treasure room and are 
not attacked straightaway, try 
going around the edge of the 
room. By doing so you may avoid 
whatever guardian monster is 
lurking there. 
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£ 4 



Battling Kary 

always, don't enter a fiend s lair until each Light Warrior has full HP To con¬ 
serve your magic, you should use only Heal Potions on the way down to Kary's 
room. Equipped with the tee Sword and Ice 
Armor, a Fighter can inflict a lot of damage, 
but you can boost that by using FAST. Red and 
Black Mages get in their licks with Fire spells. 
The White Mage uses AFfR and IMV2 to help 
protect his companions. 



KARY 

HP:600 AP:40-80 
EXP: £475 1 0:3000 
F(M r DARK STUN, SLEP 


HOLD 


LII KE r 
FIRE, BANE, 
0RAK 


e 



Otoft you Sue&frBd In putting out 
Kary'i Ram®. ifs tone to recover 
her orb, the second cd tour. Step 
forward end touch the orb As 
before wrth Lth, [ho U0W 
Warriors win be IransiKrted 
outside. Now two of your ort« 


Ice Sword 


Found 

Damage: 29 

{7500 G> 

Hit : 25 

FI, Kn. Nf. 

RM. PfW 


Particularity atfecbwe againRl 
Fire rrtoirttera. 


Giant Sword 


Flame Armor 


Ffame Shield 

Found Damage - 2f 

[4000 G> Hit to ■ 20 

FwnH | Absorb : 34 
(1600 © | Evade to: 10 


Fburtd j Absorb : 12 
(5000 G) | Evade to: 0 

F\ Krt, Hi, hm. HW 


Fk Kn, HI 


R. Kn. Hi 

Particularly enccljve against 
manslefs In the Giant cate- 
sory. 


Particularly tMm against 

■OttOa#^ ^.- CT 


Particularly CHsctivo against 
too attach. 
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Ifarriura 3ln She CHAPTER 4 



Northwest of Crescent Lake is an isolated 1 cavern that has remained frozen 
since the last ice age, Equipped with Fire Armor and fire spells you'll face 
Frost Giants and other cold-hearted enemies. Your prize will be the Floater, 
which lies within. 




GREAT PEPE 


SORCERER 


FROST GIANT 


EYE 




To Tiie Outer World 


Tc The Outer World 


Treasure ChesU 
O Heal Potion Op. 10 
O 10000 G 
& 9500 G 

O Tern Q p.io 

0 Ice Shield O p44 


+ Fighting fee Monsters 


Just as you attacked Fire monsters 
with Ice spelts and weapons. Ice mon¬ 
sters are susceptible to attack by fire. 
FlR2 r and especially FIR3 {if you have 
it at this point) will melt the opposition. 
The Flame Sword is in the Ice Cave 
{see p.44) and should be equipped 
immediately 



TUG Ffl&st Wolf ottan hunts in 
£8*90 p*cka, FIR2 wUf friin 
(heir ran*s Usa MUTE as 



ttw Frcret Dr Avon's Buzzard 
spfilT quickly drains your 
HP unless you shack hard 
with the Flame 



Tbs OadftH can Turn you 
to stona w4h Ihe Gurnee 
SMl Mfltol Surt you have 
several ftsijont 
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FLOOR B2-A 



Floor fit 


Ffeiw 63-A 



^Taking The Plunge 



In The room of pits you'll want to watch your step. Right 
off you'll notice a treasure chest in the middle of the 
room, inaccessible due to the holes. Of course, the 
02'B Floater is there in the middle. 

Circle around the holes and 
drop through the hole at the 
upper left. Now you'll be on 
Floor B3-B in a room full of 
Undead monsters. Cross the 
maze to the stairway leading to 
Floor B1. In the room with one 
hole, drop down and you'll find 
the Floater. 


B2B 




SPECIAL ITEM 


The Hoater 


^Attack The Eye 

Before you can get the Floater you will face 
the wrath of the Eye. Use FAST to boost your 
best fighter- Arm him with the Rune Sword. 


ft BOOT B2-A 
Tu floor 62-K 


the LFE Span may tome m 
harMJy 0 ih* Eyo Ms you with 
RU& 


The HOafef ps used EO rftis* (he 
Airship 1ro*n ihe dftMrt sanda and 
allows il lofty, 


C*X:h> Ihe Eye is oul & Hw 
piclurt nothing can stop you 
frttn gaining toe legendary 
Boater. 


Icju&r^ ,Ti ' 


Treasure Chests 

O Silver Gsuntlet 0- jk3? 
0 Ics Armor 
0 7900 G 

o g 

0 130 G 
0 3900 G 
O 5000 G 
O 12350 G 


Table Of 


Weapons & Armor 


To FitHjr 

61 



Flame Sword 

n 

Pound 

numaae- 25 


(SOM es 

HU % : 20 


R. Ko. Mi. m. RW 


Particularly dflcclrvt against 
ice monsters. 


Ice Armor 


Pound 

Adsorb : 34 

115000 G| 

Evade to: 10 


H, Kfl, Nr 


Particularly etiectfra again,5-1 
Rre attacks. 


Ice Shield 


Found 

Abs&b : >2 

£5000 G) 

Evade fe: 0 


n Krt, Ml 


Particularly affective against 
Rre attack^. 
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Warriors sk\ W £kp CHAPTER 4 



kepi □ secret buried beneath its burning sands. Mow, armed wrlh the Floal- 
er, the Light Warriors can seek out and raise (he Airship. Their quest to 
become warriors of the sky is almost complete. 




4rA Rumor In Elfimid 

Far to the West in Elf land tales are still told 1 ot the 
Floater Stone and the great Airship that can % faster 
than an eagle. 


1? The Airship Revealed 

Leave your ship at the mouth of the river and take the canoe to 
land. Hike to the middle of the desert and switch to your sub- 
screen.. Now use 
the Floater, The 
Airship will rise 
magically from 
the sands, 




o P-13 

o pdi 


Grey Imp 
Wolf 

Grey Wolf © p.11 

Werewolf o p.2i 

Ogre Q p.13 

Green Ogre O p.2l 

O p.13 


Sm Ctealures 

Sahag Q p,2l 

Red Sahag Q p.21 

Shark O p.2f 

Kyzoka O p.21 

Odd Eye O p.21 



SPECIAL ITEM 


Airship 

With me Airship, ttie Light Wa/n'cra en* 
panel chair hwizoro once men? Now 
they can Hy to the North or any*tie*« 
In the work! «n |u£t a fnafler cl 
t»«cand£. 
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Chapter 4 


DANE 


Summary Of Events 

GURGtl VOLCANO 


CRESCENT LAKE 


Obta-n rakiabto inlwmafiori Iram 

tbo OtJc of and Ihe 
canoe Pom Lufcahn. Buy Houses 
and Heat PwiOn, 


CoBcd freeum Irani inc many 
vaults td Iha VWCfliw>. Ihon sunk 
Pm 1 kiary on H* lmws-1 level and 
detoaf her. 


Back, at Orescent Lake speak ra 
Ihe teftaw wbo had been asleep 
lo team ftm* wharaabouls of Hie 
Floater Stone. 


Staw itte riefce cow pi the tee 
Cave lo claim the Floater. Use 
Fbe aHacks to keep Hie Frigid 
monsters at bey. 



In rifland you hear about the 
possible location of an Airship 
whtcli you can raise from Its 
secret Iridlng place. 



Using Ihe magic of Hie Floater, 
raise lha Airship from the 
burnrtg sands and hoard >1 >0 
fty lo new horizons 



Unsolved Mysteries 


Two fiends have met jus¬ 
tice at the hands of the 
Light Warriors, but if the 
Sages are to be believed, 
two more remain. Per¬ 
haps when you fly to the 
wide reaches of the 
North you will learn more 
about the fiends of Water 
and Wrnd- 



The conspiracy d Ihe four 
elemental fiends is known, b 
how did Itiey units? 



Why ■don’l Ihese wise n 
you Ihe whole story? 



BATTLE TECHNIQUES 


i 

When fighting ene' 
mies Of Fire or Ice, 
always use the oppo¬ 
site attack. Fire vs. fee 
monsters, ice vs. Fire 
monsters. The same is 
true for armor, wea¬ 
pons and spells. 



lurn you lo stone. Only a 
Knight can equip Hw shlstd. 

The Ribbon and Pro- 
Ring are two more 
special defensive tools. 
The Ribbon should be 
used to protect against 
the special attacks of 
monsters. The ProRing 
can deflect the RUB 
spells. 



II you know a Fira monitor is ; 
lurking n<Nsrby. equip- with 
your Ice weapon^ and armor. j 


Medusans and others 
who use Glance spells : 
can turn the unwary i 
warrior into a statue. | 
Prevent this by using \ 
the Aegis Shreld, : 
which blocks their j 
spells. Learn more i 
about the Aegis Shield 
on p.7G. 



If you (inc™ an anaa is 
infested wilh IhCSC fnertstfFfS, 
presare by uquiBplng wtfh 
ProRuifl or FMitmn. 
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f / / Now that they’re aboard 

T mEf the Airship the Light Worriers 

i / move quickly to new lands 

y and adventures, Before them lies a 
y g re at ch aiieng e. The f i rst sf a p is a oh ain 

of green islands. Here in the Cardie 
stands is the home of Bahamut's Dragons. Baha- 
mut. the King, can 'bestow a great gift, but first you 
must prove your courage. 














Castle Of Ordea! ► p.50 


fhe Caste Of OdeaJ is encircled w*h 
swamps, mountains and Pwesls. the 
Closest landing site is shown h#**-f®r to 
the east dl toe easlle. Take several 
Houses with you Ip avoid having to march 
Back Ip She Airship every time your HP 
runs low. You will encounter Ihe same 
problem in Chapter G wh«n you want to 
qp !□ Ihe Kwh Ct Lefein. 


rJ JiviL MIH3J 


§MAP 


.Chi 


Outer World Enemies: p 51 


Cardia Islands ► p» 49 


? fcH jtjgThe Dragon King 

■ n the days, when the rot began and the tight of the 
whs dimmed, the Dragonfolk lived on the pett in¬ 
sula east of the Cordis Islands. The Castle of Ordeal 
teas then catted Bahamut if Keep, hut a legion of fear¬ 
some monsters swept doom upon the castle from the 
North, and such were their numbers that Babarmdartd 
his people had toflee. Taking refuge in the islands west 
of their ancestral home, the Dragons found safety ; but 
they began to know fear, 

Seeing this, King Babanud looked for a way to instill 
courage in his people-a courage that would he needed 



if the new forces in the world were to be held at bay. Jj 
And so he devised the Trial Of Courage. Bahama/ rwj 
thefirst logo. Atone he travelled to the castle that tf/ic?! 
was his home. Atone he entered the gate and\ flgbttngjk 
loathsome creatures at every step,, made his way to /M 
Throne Room high on the third floor. There he bid av 
token in a treasure chest „ then fought his way hack ftjflj 
the islands 

in the days and years that foilomd, any dragon or 1 
man who sought Bahannd s Support was required to I 
seek proof of bis courage in the Castk. Marry fotlowedl 
in ihe Dragon King's footsteps, but none returned u;to| 
the token. 
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jReuiar&s (f f (Courage CHAPTER 5 



(darirti* ^ilslattfrs 


This is the home of the Dragons Of Card a T he dragons seem To 
have courage on fheir minds. Everywhere you go there is talk of 
testing and ordeais. That is the way of dragons; they respect bold 
and courageous humans and despise weakness. The Light Won 
riots must seek out King Bahamut and learn the task he has set for 
them. 



Tlw Outer World 


Ttie CKflier WarCd 


Thfl drier World 


The Outfit World 


Tht Glim World 


Treasure Chests 
O Colin Op. 14 

0575 G 

0 Soft Potion O p.Z 7 
OIO G 

©House O p.21 

0500 G 
01BD G 
00500 G 
02750 G 
©1520 G 
©2750 G 
©1455 & 

0 2 DGQ G 



The Dragons Test 

The Light Warriors are bidden to go to the Castle Of 
Ordeal and return with proof of their courage. But 
what is that proof? None of the dragons are willing 
to speak of it. Surely it must be a very terrible thing 
if the brave dragon s will not even m ention its name. 
Or perhaps part of the trial is to discover the object. 
In fact, that is exactly what is expected. The real 
trial lying ahead is to penetrate the castle and poke 
into every nook and cranny. Then bring back what 
you find. 
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(Eas tit ©f ©rfreal 


The Caslte Of Ordeal is aptly named-the Inhabitants are fierce, the mazes 
are devious and the goal is unclear. Three floors of constant danger and 
battle await those who enter, but you have no choice. Make sure your HP is 
full and that you have 99 Heal Potions. 



Enemies In The Castle Of Ordeai 


MEDUSA 


Zombull o P-63 

Red Gargoyle O p 38 
Mummy o p.30 

Sorcerer o p.43 

Nitemare o p.63 

Mud Gol O p.63 


The Column Maze 


FLOOR 


* Battle Tips 

Many powerful magic users dwell in the Castle. 
Against some of these you'll have little defense. 
The INV2 spell helps the warriors dodge MUTE 
works on many such as the Medusas. AF1R is a 
must against the Mancats. Use these defensive 
spells at the start of an attack and always consult 
the appropriate table for information about the 
enemy who is attacking. 




The second floor of the Castle is a maze of dosed 
rooms. If you touch a column, however, you'll be 
transported to one of the other rooms. Follow the let¬ 
ters from A to H in alphabetical order and you'll 
reach the third floor quickly. This will reduce the 
number of attacks you 
face while in the Castle, 


Coltaa 1hs Zeus Gai/nftei an* 
reaching H. then go upstaira In 
ins mind Moor. 


so strategy guide 















































FLOOR 3 



ipTell The Tali Of Courage 

In the most remote chamber at the top of the third floor of 
the Castle is a Treasure Chest containing the Tail. You'll have 
to defeat the Zombie Dragons first-no small detail. F|R2 
and FAST are both effective. Then, to make a long trip short, 
step onto the throne. You'll be transported back to the first 
floor of the Castle. Mow return to Bahamut. He rewards your 
courage by promoting the Light Warriors to a higher status. 


treasure Chests 

0 GoM Bracelet 
fj lte oji.41 

9 Iran Gauntlet Qp. 22 
O Heal Staff 
9 Em|ity 




Table 
Weaponsi 


Table Of 
& Armor 




The Tail 


Obi^n ifi 0 the foil's Tfld and giving ,1 
10 D^hamu* a token o' the courage- 
$1 Ihe LiqIjI Wflfnof s. Once it is done, 
they will be Iranafcrined. 


Chapter 5; Outer World Eftomtes 



Sea Creatures 


Sahag 

OP-21 


Red Sahag 

OP 21 


Shark 

OP 21 


Kyzoku 

OP-21 


OddEye 

0^21 


* 

■ 


Giant q. p.31 ■ 

Iguana Qp.13 

Saber Tooth Tiger 

0 p 69 
Caiman O p. 69 

Great Rede Op.43 
Red flnkyto O P-&6 

River Monsters 

Hydra q P.45 

Gator O MS 

Frost Gator 
Caribe 

Red Caribe 
Ocho 

O p.59 
0M5 
O P-59 
O MS 

■ 

Naocho 

O p 59 




































































































Summary Of Events 


Chapter CJ 




Trawl to 'he Ca&lie or Ordeal 
arm challenge its dlrae deadly 
flow*. On Ihe top llOor Claim tho 
Tail fra a toii*n of courage 


G) Cardia isianris 


Bring Ihe Tail back to BahamyL 
Havirtfl proven ypurseN. he will 
tirsnsJOrm your pa/ly Into higher 
professional categories. 


Cardis Islands 


Visit the dragons. eoltect Ifteir 
treasure and meet ihetir fcmg. 
Bdherayl. He will present you 
unflh a trial of ecu rage. 
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With new powers and 
resolve, the light Warriors 
6pen the door to their great- 
est challenge yet. From the 
towns ot Onrac and Gaia 
come many rumors of fan¬ 
tastic machines, of a shrine 
that sank with the coming of 
the Fiend of Water and of 
robots that fat! from the sky. 














Outer World Enemies: p.59 


Waterfall ^p,63 


Caravan ► p.59 


ch ^ e 'MAP 


Gala ►p.SS 


Onrac ► p.57 
Sea Shrine ► p.60 


The nsareaS 
landing arts to 
Onrac for your 
Airship is this field 
to the southwest al 
the town. From 
hare, travel by 
Canoe and loot to 
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H ibe storm that sank the Sea Shrine came on as a 
dawn of red skies and hot windsfrom the East By 
noon dark clouds boiled overhead and 20-foot warn 
crashed against the marble watts of the Shrine, inside, 
the Mermaids watched with apprehension, it bad bmg 
been known that something was amiss in the world, 
hut until now the sea had been their Jriettd. They 
stowed their most valuable possessions on the top floor 
Shrine r then settled down to wait. 


it soon became dear that the Shrine could not with¬ 
stand the times and wind for long. But the Mermaids 
worried more about the tom of Onrac, for the people 
there could he swept into the sea and lost, unlike the 
Mermaids A s the storm reached its peak of fury and the 1 
Shrine began to slide into the depths, one Mermaid 
escaped. She warned the people of Onrac , who jkd 
inland and were saved, hut in so doing the Mermaid 
had lost her own home forever. 
































mu sprint CHAPTER 6 



%'&W 

Nested in a narrow mountain valley, the town of Gaia is well pro¬ 
tected from the troubles of the wide world beyond. Here you'll find 
specialized weapons and armor, Level 7 and 8 magic and a 
mysteriously empty pond in the woods behind the town. 


ITEM SHOP - 

Heai Potion 60 G 
OP-ld 

PUre Potion 75 G 
Op 10 
Cabin 250 fi Op 14 
House 30 DO G 

di^t 

WEAPONS SHOP - 

Caltlaw G500Q G 

ARMOR SHOP - 

Gold Biaccfel 5QDDD 6 
dp 51 

Profiling 20000 G 



fairy's Spring 


Jflbite Magic Simp 
Level 0 Magic 
£ 

Slack Magic Shop 
Lewi 3 Magic 


Jilack Magic Shop 
Level 1 Magic 



White Magic LEVEL 7 


SPELL 

FfltCE 

RESULT 

AFFECT 

USER 

best m$ 

cun* 

iKCO S 

Moot pfrrarlul el Iho CurO spells, 4 wtaimrt HP will b* lu** feCGvdftdl 

On* Wan** 

■mi 

Vo* 

TflMJ ' 

*S0W G 

me moat poweduS Harm spell WSets GO » 320 HP on el Undead men stare. 

aii ioamifl* 

|ww 

Ws 

Blach 

IV/I Af^ff" 1 FVFI 1 


's. LLt tl / 


SPEU 

PDICE 

RESULT 

AFFECT 

USER 

BEST BUTS 

CEO 

J3M0G 

DfliysflflM Pent 111* mwl powerful k* «ftt«k togm TO <e 280 points. 

A|| FnmTiin* 

Pumtin 

Yes 

5hak 

wans 

Shatters an enam* IMo Hr»v pieces o* momrur Jtlwta. 

Ofta Enemy 

mi 

Yes 


Table 01 

Weapons & Armor 


Cate law 

ProRing 

65000 G 
{32600 G} 

Damasre: 22 

Hrt 9k ' : 35 

20000C 
[10000 C] 

AC sorb : S 

Evade ft: 1 

Kn, NL RW, 0W 

Fi P Kn. Th. Nl. BB r Mfl 

RM, RW, WM, WW. BM. BW 


BlOCkg efiecte of the RUB 
spell when used In baffle, 
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11 1 (HITE CHaGIC LEVELS 



Black Magic levels 



^ The Fairy 's Spring 

At one time a Fairy lived in this quiet pond, but by the 
time the Light Warriors arrive on the scene she is 
gone. Clues are given both here in Gaia and in Qnrflc, 
To find the Fairy, see p.59. 


To mink# osb a 5ft+S 
magical spring you 
musl find the Fairy 
ralum twr to her 
heme. bo 9 ft ancl 
she lf giws you a 
or« 9 c*t pi Otyfi/Kf. 




't' Tips To Save You Time And Gold ^ 


ir The Magic Shops Of Gaia 

Buying magic spells is starting to get expensive, bat 
with ail the loot you've collected from the Volcano. 
Ice Cave and Castle of Ordeaf yap should have 
plenty. All of the available 
Level 7 spells are valuable. 
FADE. WALL STOP and 
ZAP are Sli pood buys rn 
the Level 8 shops. 

STOP will Ireetc time for sorte 

n r,r,m .r ; inciucEnq 0n j: fjr'.v.iriui 

fiend whom yntiVe already nM- 



■r Special Weapons 0 Armor 

If you have a Black Wizard in your parly you will have 
noted that he has no great strength for fighting. The 
Catclaw can help change that. The Pro Ring protects 



against the RUB spell. 
Many of the creatures 
you'll soon meet use RUB 
and the results can be 
devastating. 

The Proteclive Ring i& a mutl buy. 
Equip ydvr warriors wi'h ore 


The Best Deal In Town 


Buying With Turbo Power 


Ruti When You Have A Chence 


Save Magic And Heal Polioru 


The Airship is so fast that 
you can quickly reach the 
cheapest inn to recover HP 
and save your progress. 


Buying Heel Potions with a 
turbo controller is fast and 
easy, dust hold the A Button 
and fill up your stockpile- 


Sometimes when a battle 
begins, a message comes 
up saying that you have the 
option to fight first. Take 
advantage of il and run. 


if you get into a fight wrtti 
weak enemies, use your 
Heal Helmet and Heal Staff 
to recover HP. VOu'll save on 
Heal Potion and Magic. 
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nrao 



In Onrac. the Light Warriors hear much about mermaids and 
robots and other fantastic beings. All of rt is true. At the port you will 
find a submarine that can take you to the Sea Shrine where the 
mermaids live. You'll also meet Dr. Unne's brother from Mefmond 


iiwn Shop "'" ' 

Heal Potion 60 15 O p,H) 

Pine Polion 75 G O pi 10 

Cabin 250 G O p.14 

House 6000 0 O p.2l 

Sill Polion 800 G O p,21 


Inn 600 G- 


Clinic 750 G 



EWI 

li 'AGIC l FVFl 7 


WELL 

PBICE 

RESULT 

AFFECT 

USER 

BEST flurs 

iflUB. 

r»ca& 

ftotecla an warden *5*11 n an encmiet deadly RUB »£«■. 

All ^Euriofi 

fiW.WM.WW 

iNd 

mu 

^SflOU G j 

! the motf [»*■.]rfijl (Jl Ih* K*a> Jinan i raiCrrets afl to 96 KP Ipr Uh* wit*c power. 

AD Warrior* 

'wAt.kVyv 

_ Nd 

Black 

Jlfi AHIP 1 fVfi 7 

■wIALJlILv LCYtL 1 

SKJlL 

ffllCE 

RESULT 

AFFECT 

USER 

m\ Buys 

SAGS: 

«W0 j 

1 StrenoWens your ■^aprm reanWfHa in a a0^ incraaw *1 hH* *nri 1S% Inersw fa dama^ea. 

Spell Caator 

fcw 


0LN& 

IKijj i, | 

i Hlruft an enemy MXhal H: cannot eee enough te *ti*ci* otlactiviHy. 

On* Enemy 

BM.BT.V 

-to 


ir The Tate 0 / Onrac 


As people both in Onrac and Cre- 
scent Lake tell you, until the coming 
of the Water Fiend 200 years ago, 
Onrac was part of a great civili¬ 
zation. Part of that power was 
derived from the good will of the 
Mermaids who lived nearby in a 
shrine, but now the shrine ha$ been 
lost beneath the waves. 



center *1 irada and 
teiiTiiirtfl. 




The Sea Shrine and the 
Mermaids hcif-od ihe 
pMpte o* Onrac. 
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^ Caravan Clues 


| JLlfiLj j 


Onrac is still the place to hear 
news of the world. In speaking to 
the citizens, you will learn that 
there was something very strange 
being offered for sale at the 
Caravan. 




The Caravan 



locatfcn oi ihe 
Csraven. Cl js at 
iiKt easis m the 
Western Dtjjeni. 
Make sure you 
have tola tri Goto 
when you go to 
buy m Fairy. 


irllotv lb Hmch The Shrine 


Since the Sea Shrine 
sank there is just one 
way to reach it—that's 
by using the Submarine 
in Onrac. Gut to do that 
you'll need OxyaJe, and 
OxyaJe must be given to 
you by the Fairy. Unfor¬ 
tunately, since the Fairy 
has been sold to a Cara^ 
van, she can't help you unless you buy her back. If you go 
to the Western Desert, near an oasis, you'll find the 
Caravan. Soy the Bottle, as it contains the Fairy inside, 
and take the Bottle to the Fairy's Spring in Gaia. Release 
the Fairy and receive the Oxyale. Now take the Oxyafe 
back to Onrac. Finally you'll be allowed entrance to the 
Submarine, Simply enter the Submarine and you'll be 
taken to the Sea Shrine. 




4 " UKO s fn Onraci* 


Unm 's Brother 


One man insists that he saw a shiny object fall from 
the sky and others have seen a robot to the north 
near the Great Waterfall. So what are these Uniden¬ 
tified falling Objects? Learn more about them and 
the journey to the Waterfall on p.63. 



Another mystery rs mBroduCod 
What was to* object lh*t W to 
Eaflh? Shiny A tired bird? 
Perhaps ij WAS Ju^t the Light 
Warriors lansfing in toeur Airetafi? 


But Kope seems to IhiAk n vitj 
a robol. Maybe so, but where 
did it came (rom? The moont 
The Stare? Or oouM there he 
something slsa in Ihe sky, a 
place- from which robots tot? 




Near the Inn in Onrac you'!I come across Dr. Unne's 
brother. He tells the Light Warriors that Unne has 
been unraveling the mysterious language of Lefein- 
ish, but that a stone tablet with valuable translations 
is needed to finish the work. A woman in the town 
says that many treasures sank with the Sea Shrine 
and that one of them was a stone plate. Could Ihis 
be the translation Slab? 


Tha answer, one way or Ihe 
other, lias a( Che bottom of Che 
sea Whan you enter Ihe Sea 
Shrine your [irsi (as* wilt be to 
furto toe Mermaids, 4VhMS tot* 
will teAd ypy to Of. Unfits Stofc- 
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In the northern part of I he desert west of Oruae, near the green oasis, the 
Caravan has set up far business. One specialty item is for sale that is of 
utmost importance to the Light Warriors. 



^Purchase The Bottle 

Although unmarked, the Bottle 
commands a stiff price, its con¬ 
tents must be very rare and valu¬ 
able. In fact, the Bottle contains 
the Fairy from Gaia. Pay the 
50,000 Gold pieces. 


The Caravan Camp 

+ The Prize In The Bottle 

Once you have possession of the 
Bottle, take it to the Fairy's Spring 
in Gaia and open it by selecting 
'Bottle' from the Item subscreen. 
The Fairy, once released, will give 
you a supply of Gxyale {see p.56), 
which is an essential part of the 
Submarine in Onrac. 


In Gaia, make ypur way ba in* Fairy"® Spring. 
Thera tsy Mre sAore, open ifw RUMe to reteasc lh* 
cap*™ Fairy. After she gives ytwa !he Oxyale. 
you're ready to Eackle fra Sea Shone 


The Bottle 

ft ihe Fairy in ihe Botlla is released at 
Ihe Fairy's Soring m Gaia, you will 
receive Oxyate for «se m !he 
Submarine. 


Chapter 6: Outer World Enemies 



K>M Jf Pa 

ura exp 



1 Troll 

Op.30 

Tiger 

0^51 

* - 


1 Grant 

OP-31 

Saber Tooth Tiger 

River 

Mantlets 

7 

o 

ft 

O 

I 

OP-43 


O p.69 

Hydra 

O P-45 

Iguana 

OfXlS 

Cer-ebus 

OP 39 

Cartbe 

ooas 

Frost Waff 

OP-43 

Great Pede 

OP 43 

Gator 

OP.45 

Wizard Ogre Ofx33 

Manhcor 

OP.S1 

Ocho 

Op.45 

Wynn 

OP-51 

Hydra 

OP-45 





Ocho 

Qp45 

■ 

• 

1 



- 

J RED CARIBE 


FROST GATOR 


Sahag Opk21 

Red Sahag op.21 

Ky*oku 

Shark Op. 21 

OddEye O p.21 
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The Submarine drops you off at the middle floor of the sunken Seo 
Shrine. Above are Ihe Mermaids ttetow is Kraken, Iho Fiend of Wafer 
Seek out the Mermaids first. They have kept many treasures that wrli 
help you In Ihe battles in the lower part of the Shrine. 






Enemies In The Sea Shrine 


BIG EVE 


GREY SHARK 


_3M HP 


SO-HJOjV' 

_2351 EXP _ 
COO G 

wisp 

UT 

' -- 

QfiKE. PiPf 


SEA TROLL 

■ HAf 

314 HP 

1 

Jp-flO AP 
J52EXP_ 

i / * 

see 

WATEft_ 

Lit 

— 

CMXE 


WATER 


ROCK GOt_ 





aw hp 

* 

*7-MAP 


wsexp _ 


3B2 & 

f WATER 

Lrr 


Shark Op -21 Red Ssttag O p.21 



To ffoor ?-A 


Tb Roor 4 ’A 


ir Battle Tips 


Treasure Chests 

4| 930D G 
& TffQO G 


FLOOR 3-B 


To Tfoor ^’A- 
T 0 Fbor 4.fl- 




Beneath the sea your most potent magic is 
Lightning. LIT3 will give your watery foes a jolt 
few can withstand but lesser LIT and LrT2 will 
also give them quite a charge. By now you 
should also have purchased the EXIT spell in 
Crescent Lake (see p.38). 



Thfl £&US OSunlWI Wfl 
provide qoad (MOtectien 
i.L'jJii.'ist lit 2 spans i Bed 
toy many ^ Ihft 
T-onolort hr Ihe Shrine h 
toattft use h w8h the Hem 
qpmmana. 
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(i4fe s>en Btpwe CHAPTER 6 




FLOOR 2-A 


Thu Mermaid mantiona ttva 
Mirage To**r. Ua»»n CiftMty 
(See p, 69 }_ 


To flaw 4-A 


treasure Chesis 

O 2750 G 
© 1QQ0D G 
© 10 G 

O Dpaf Helmet 0 PlB2 
0 Opal Gaunilet 0 plE 2 
© Slab 


0 4160 G 
O 5000 G 
GSOOG G 
© 1700 G 

<H Opal Bracefet 0 p .£2 
© Pure Potion 0p.ID 
© Opal Shield 0 p.62 


FLOOR 4-B 


Treasure Chests 

© Opal Arm» 0 p, 6 Z 
& 20 G 

© Maje Slaff O p.62 
O Ligtii Ase O p-62 
& I 23 S 0 G 


To Flow 5 


In Floor 3-B 

To Row 3-C 


'P The Lefeinisb Slab 

Visit each Mermaid and collect the treasure Most 
important, however, is that you find the Stone Slab 
that Dr Unne needs to 
understand the Lefein- 
ish language. Follow the 
corridor at the upper left 
hand corner of Floor 5 
to reach the room where 
the Slab is kept. 
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r Ts flkiGf 1 



Treasure Chests 

O Light Axe 
t> R hbc n O p,63 
0 9300 G 
0 7340 G 
& 2750 G 


To Flwr 3-C 


O 5450 G 
O Power GuuiUlel 
O 395 G 
O 7590 G 
© 313S G 


Te FEoor 2-8 


Knitting Kraken, 

The Water fiend 

LIT3 is the best attack magic to use on 
the Fiend of the Water, and FAST will 
increase the attack of your fighting 
Knight, Ninja and Master. As always, 
enter the fiend's room only when your 
HF is full- You may also have to use 
LAMP if Kraken blinds a warrior with 
Ink. 




STiOdi W»*S OWH*flruwrt octopus with a shofl 
c-1 LlTi and dodge ms attach w.lh Ihe INV? 
spetr. 



KRAKEN 

HP:800 

AP: 50-100 

EXP:4245 

0:5000 

INK(OARK) 

LIT 

LIT2 

QAKE r FIRE 


Table Of 

Weapons & Armor 



Light Axe 

Mage Staff 

Round 

Damage: 2S 

Found tentage: 12 

iseooo] 

m% ; 1$ 

[125*0 Hit** 10 

FI, Kft, Ni 

Ni, BM, BW 

Casts IhespoW Of HPM2 rftnr- 

Costs tf e spelt or FIR? when 

ing baffle. 


used in ejittl*. 


□pal Helmet 

Found Absorb ' 3 
■:5O00 Oj 'Evade % 3 _ 

Kn 



Opal Bracelet 

Opal Shield 

1 

Opal Gauntlet E 

FCK/rtd Absorb . 34 

132500 S> Evade 4b ■ 1 

found 

Absorb ; IS 


Found 

Absorb . 3 

[7500 G|' 

Evade 4b: 0 


(10CK3C Q) 

Evade <¥s. 3 

H, Kn, Th, Ni, eg., Ho, 

RH, m, WM, WW. BM. Btf 

Kn 


Kn 
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©ije ^Haterfail 


Behind the cascade of falling mist lies a deep cavern with many winding 
passages. Here you must go la solve the mystery of the U F.O seen in Onrac. 
It successful, you will discover both the Robot and the Cube. 




Treasure 

Chs&te 


© Wizard Statl 
© Ribbon 
© 13450 G 
6 6400 G 
© 5000 G 
G Defense 


^ finding The Robot 


The Robot is at the far end of a 
maze That is teaming with ene¬ 
mies, Some, like the Gas Dragon, 
are extremely dangerous. Others, 
like Mud Gol. are easy to run away 
from. 



AJBI insrffe fra 
Flotwra room you'll 
ia&f an ailBcfc Fire 


Will (Jealtoy the Mum¬ 
mies end AflUB or 
Ihe ProHInfl pndecta 
*Ou Mi (he Fterllisk's 


The Retool gwes you 



Speers/ Item 



The Cube 

The Cube is a sort of key Dial 
opens She way to the Fiend of 
Wind. USe *1 In the 100 Hk» & 
Ifte Mirage Tower (aee p.7IJ) 


Table OF 

Weapons & Armor 



exactly <30*S A do'? 
See 0,70 Iff more 



Wizard Staff 

Found 

Ifljmftge; 15 

tfSoot) G) 

Hit* : *5 

BW 


Casts Uw sptf .rfSCQNF 
whan used dunrfgf-taDlB. 


Ribbon 


r 

Found 

Atoawb :1 


(1 6) 

Evade*: 1 


Fi. Kn, Th. Nk Bfi. Ma, 


AM. BW. WM. BM, BW 


Protects a^smsi 
attache, whan, used In lM»e. 
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Chapter 6 


Summary of Events 



Od JntormMwn tom the peopte 
and buy spada/Ny weapons and 
protective devices. 


7) ONFtAC 



Learn aboul (ha Waterfall 4nd 
Sea Shrtne. Find Dr. Unne’s 
brother. Learn the wtwea'bouts 
□f the Caravan. 


Ffyrchsae the Sotlle from tfse 
Caravan master near the oasis 
in the Western Desert. 



Release ifc* Fairy ai to* .Fa*r/* 
Spring in Gaia. twill give you 
a -SMPOty of Oxysi*. 



Show !ha Submarine owner that 
you have &cyalc antf he'll lei 
you eriler 1h* Submarine. 


Work your way to the top lloOr 0* the Sea Shrine- Colled Ihe 
ireasure and talk to Mermaids. Take Ihe Slab, men go to the lowest 
Ikwr ol the Shrine end balde Kraken ipr the third orb. 


See Ihe Robot end geL the 
Cuba. Take Ihe IreaSut® in ftw 
Robol's room. 




Unsolved Mysteries 


There seems to ho no end 
to the questions. How 
does one get into the 
Mirage Tower? What 
good is it knowing the 
language of Lefein? 
Where did the Robot in 
the Waterfall come from? 
The answers ire just 
ahead in the final chapter. 



Can Dr. Unrw really help you? 



Is. there a secret enhance to Ihe Who were Ihe Sky Warr*pr& and 
Mirage Tower? whal happened to Ihem? 



BATTLE TECHNIQUES 


Many weapons can be used in battle with the 
item command. Some are magical and. oast a 
spell while others have special properties useful 
in battle. Below is a list of these. See the Tables of 
Weapons &. Armor for specific properties. 
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Through terrors no other heroes dared 
to face the Light Warriors have come to 
the final chapter of their great adven¬ 
ture. Ahead lies the mystery of the 
Mirage Tower and the rumors of a castle 
in the sky. One fiend, the Fiend of the 
Wind, remains to be tamed, But what 
comes after that? All will be revealed In 
time. .. 
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i ■n 

rry7> a 

1 1 #-<S 1 1 

ThESi 

FM 









; ^’MAP 


To go to the Miragfl 
T6w*r. land ihe .Airship oo 
a atrip of grass In the 
lihndijw (A the Eastern 
Mountaina. If you're gotng 
to Lalein. land n*4r rha 
lake a? shown hero. 


Outer World Enemies; p.EB 


Mirage Tower ►p. 69 
Sky Castle ►p.Jl 


Lelein k-p.67 



n the early days ofthe technological ascendamy of 
Lefein, a debate raged over whether it was a good 
idea to buitd castles in the shy. Some people argued that 
what goes up must come down, and as a result those 
people still on the ground when the castles eventually 
came down would get squashed. Others said that if 
Man had been meant to build castles in the shy be 
would ham hem given nests ; but no one realty ■ under 
and few supported it, A lack of 
be problem most people had with 
Hectare Defying gravity was alt welt and 
came to A irsbips. But castles were another 


thing altogether. Marty of the lefeinish believed that 
something terrible would happen if the castle was huitt. 

Bui the castle was built , and a staff of robots was 
made to beep the place in order. The Spy Warriors 
made it their home and kept peace throughout the 
world until the coming of the Fiend of Wind. Then 
everything changed. An enerny force of cruel monsters 
swept in like a tornado attd the Sky Humors escaped 
with a single Airship. The people Of Lefein wondered if 
they had unwittingly set loose the horror. But no one 
took the blame and the problem only got worse. 






























(Quests i£nb 


CHAPTER 7 


(C : A 


Lefein was once the home of the great civilisation of the North, Their lan¬ 
guage is foreign, but with Dr. Unne's help you can learn it. Besides a great 
deal of information, you'll also find □ hidden magic shop with two potent 
spells. 



i? Learn Your Lcfvinish 

If you visit Left?tri before 
taking the Slab to Dr, 
Unne, it could be a frus¬ 
trating trip. The fact is 
that the people of Lefein 
speak an ancient lan¬ 
guage which has been 
forgotten everywhere 
else in the world. If you 
wish to make sense out of what the people are say¬ 
ing. follow these steps: 1} Get the Slab^lhe Slab is 
kept by the Mermaids in the Sea Shrine (see p £?1) r 
2) Take the Slab to Melmond (see p.29), 3) Then give 
the Slab to Dr. Unne in Melmond-now he is able to 
complete his translation of the Lefeinish language, 
which means that he can teach it to you- 41 Go back 
to Lefein and listen to people as you would in other 
towns. Now they should make perfect sense, 



Wiff also learn Ihat tho people Of Lutein, once conlioHetJ a lanLaalrc 
realm ihat reachoci into Hie Bfcy. 
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/x 

Tiamat Now Controls The % r 


Four hundred years ago Tiamat, the Fiend of the Wind, 
stole the power of the wind from, the Lefeinish Sky 
Warriors, Now he resides high above the Earth in the 
realm of stars. Perhaps the Lefeinish robots still operate 
the complex machinery that suspends the casKe in 
space. The Light Warriors must find the entrance to the 
Sky Castle somewhere in the Mirage Tower. 



^ The Fate Of The Five 

The five bravest warriors of Lefein went in search of 
the cause of the turmoil In the sky, knowing that some 
vast power was intent on the destruction of their civili¬ 
zation. They left their Airship and floater in the South, 
but never returned to Lefein. 




The legend or bur 
warriors bearing orbs 
ol pcwe* h*i 
preceded you. The 
l.eleinish ghre you !h* 
Chime with which you 
cd.i enter the Mirage 
Tbwei. 



SPECIAL fTEM 


The Chime 

Only the precise harmonic tor 
or Iho Chime wifi open sNr d* 
to be Mirage Tower 


A Secret Magic Shop 

In (he Northeastern corner of Lefein you will discover 
a breach in the wall. Pass through the hole and con¬ 
tinue hiking eastward. There you will find the hidden 
magic shops. Each shop sells just one spell, but they 
are the powerful spells of LIF2 and NUKE- 



Ch&ptet 7: Outer world Enemies 



I 86 -' m a 

I ' 4?£ FXP 


T REX j 

-4 

eoO HP 

1 IS-Z 30 AF 

7 aooexp 


flDQG 

! — 1 



. 


$phmx 

Op.51 

Troll 

OP-30 > 

- i 

ManficOr 

OP-SI 

Giant 

op3i Sea Creatures 

Catman 

Op.69 

f rost Giant 

op- 43 sahag 

Op.21 

Tiger 

0^51 

Frost Wolf 

OP 43 Red sahag 

Op.21 

Saber Tooth 

Tiger 

Ocho 

Op-45 Kyzoku 

Op21 


00,69 

Ankylo 

0 P-59 OddEye 

0*21 

Sauria 

Op.51 


Shark 

o&^i 

Wyverri 

OP.59 


■ 

1 

Wyrm 

OftSI 




Great Pede 

Op. 43 


Elver UniKtAff 

Sandi Worm 

Op.51 





Hydra OpAS 

Gator Op-45 

Frost Gator Oji!59 
Cache Op 45 

Red Ceribe 
Qcho OP-45 

Maocho 
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(guests Eub CHAPTER 7 


®rfner 

Rising from the center of the Great Eastern Desert like a ham of stone, the 
Mirage Tower is your path to the final fiend, Tlamat, who lives somewhere 
above in the tloating castle of the Lefeinistr But the Tower itself holds many 
dangers. 


Enemies in The Mtraae Tower 


GUARD 



Tower 


1 Mummy 

Op. 30 

Wizard Mummy 

QP&* 

Coc trice 

©p43 

Ferilisk 

©p39 

Vampire 

01*32 

Medusa 

Op.60 

Nitemare 

0t*63 

Ce rebus 

Op.39 


ci nno 



■To The Outer tyforld 


Treasure Chests 


0 Cabin Op. 14 0 83D G 

& Aegis Shield 0*70 0 T3Q1Q G 
O2750G 0 Vorpal OMO 

O 34CD G 0 Heal Helmet ©pl7Q 


t 'The Chime Is The Key 

Most adventurers discover the Mirage 
Tower long before they hear of the Chime. 
But if they hope to get inside they must 
speak Lefeinish and get the Chime from 
the man in Lefein. 


Plundering The Tower 

Vbu'lt find a great deal of treasure lying about in the Mirage 
Tower. Some of the weapons and armor, such as the Aegis 
Shield, you'll want to keep. Other pieces merely take up space. 
When your subscreen, is full, go back to Gaia and sell unwanted 
items. 



East erf the ttesart *s a narrow strip of grass just wide enough for 
in Airship lo make a landing AS you CrOtt lha sands Tyr& w*d 
AnkyKJ a««k. Run Irom Udlh. 
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Visit Each Robot 

Like the Robot in the Waterfall these robots have been pro¬ 
grammed with messages. The messages are there for warriors 
who may not have ventured into the Waterfall yet to recover the 
Cube from the other robot. 



r:*Yfi ' i.t 



Whal Master? 


Transport to whera 1 


*¥ Battling The Blue Dragon 

The Blue Dragon is sitting just inside the door to the Transporter 
chamber and cannot be avoided His Thunder spell can wreak 
havoc so use the Ribbon. F|R3 is the best attack speti. 


Treasure Chests 

O 1.3000 0 
O 12350 G 
© Thor's Hairrmw 
O 7300 G 
© 6135 G 


Cl ftflD *1 


© Hcuse Op.21 
© 7630 G 
© Sun Sword 
© 10000 G 
© Dragon Armor 




Knowing that tfra- Blue Dragon Is 
waiting,, la up y&ur HP before 
entering bto n>c<m. 


Beam Up To The Sky Castle 

In the center of the top floor of the Tower you'11 find the Trans¬ 
porter. Use the Cube to activate the Transport Beam. Fnstanth 
the Light Warriors are transported to the Sky Castle, home cl 
Tiamat, 


Table OF 
Weapons & Armor i Su " s ''! D ' d 


VorpaE 


Found Damage: 2* 
U50OO G.I Ml % 25 

Kn.Nt.RW 


Dragon Armor 

Found I AtSOfP : 42 
(30000 0) evad*%: 10 



Farttouiariy eftectn'e A&jHOsI 
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Thor's Hammtar jj| 


Aegis Shield Q 

Found Damage: IS 

(20000 C) Ml 4b ; 15 

Found ! Absorb : 16 
<20000 G) Ev*de 0 

Kn, HI, WW 

Kn 

Caste lha spai (K Ld2 when 
used in. bathe. 

Protects against Glance and 
soma otfter spatta 


Found 1 Absorb : 6 
EiQOOO G>| Evade %: 3 


na tost HR to 
warriors when iraad in baftte 

















































Quest's Enb CHAPTER 7 


The first thing you'll notice is that the Sky Castie is obviously a product of 
high technology, and nol just because it's miles above the Earth. Trans¬ 
porters and robots ore everywhere One of the guardians is high-tech, as 
well-the awesome WarMech. 




FLOOR 1 


'f' More Treasure Than 
You Can Carry ? 



To Hoof 1 


Treasure 

Chests 

O 9900 G 
0 Hear Pinion 
0 41SG G 

o im g 

0 5000 G 
0 Profiing 
€ 5720 G 
O Hes3 Helmet 
O 100 G 
© Bare Sward 


Transporter la 
Mirage Tower 


OMO 


O P-&7 
Op.70 
Oj*?3 


If you run om of space, remember il's easy 
to use The EXiT spell, than go To Gaia and 
sell off The excess treasure. Always check 
the Tables Of Weapons & Armor before 
selling a piece as it may have a secret use. 



Alter CteBrinfl ffi# Sky 
Caslte you'll never 
wanl liar GoM agaov 
Spend M go expenam 
mag« spells to flfl out 
yOur itiiflEc 
iubscrdcns 


S you Han't want 1o 
Sftend; rtw ume going 
all the way fcsc* to 
Gaia, you can Prop 
HteipOns or armor. Bui 
don't Drop a valuable 
item. 
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SPECIAL ITEM 


FLOOR 3 


Adfcntsnl is an incredibly sirong 


Ljhi.ilcu^ 5 

lot vfv 


4* Making Use Of Adamant 

Once you obtain the Adamant take 
it back to the Dwarf Cave (see 
p.2fi). There a Blacksmith will u-se 
the Adamant to forge a fantastic 
sword called Xcalber which is 
second in power only to the Mas- 
mune 


>ne? Adartanl 
is 9 EUp<Bft$r 
matiMif.1 far 
the fcxging oJ 
SWOfdS- 


Fr» BacksmiSh 
needs ondy the 


C^MUnd ufted 1o cnafca XOaibOr 
by a EhwarAsb BiacKswift. 


Treasure Chests 

O MOO 0 

0 Neal Ration Op 10 
0 ProRing O p.55 
O 5450 G 
O Suft Parid n Qp.31 
0 4T50 G 
O 3400 G 


O Kaiana 
O 6400 6 
© Cloth Qp. 10 
© ProCapa 

© Soft Potion Op.2l 
© $&0C G 
© 0135 G 


fcihru.igh most peapie sec only 
9,lars in Bve window, p^fhaea We 
Ligw WarriOrt have superior 
vision snti tan a,ee Hw (lowing 
force fields. 


'+-/I Window On The World 

The robot invites you to look out over the world from 
the window. The window reveals an important due 
for the end of the game. Four forces are flowing 
together into the center of the Temple of Fiends. 
When it comes time to seek out the Master of those 
four elemental forces, the Light Warriors will return 
to the Temple of Fiends. For more about this see 
p-74. 


dwells visitors Co the 
wfach is 


L 

To Floor 4 


To Floor 1 


Treasure Chests 

© Silver Helmet O p 30 


O p 21 
Q p.&2 


0 House 
0 Opal 
O 08D G 


0 Ribbon O p 63 

© Opaf Shield O p.62 

0 Adamant 
0 While SlnrT 
© Black Shut 


To Floor 3 
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Quests £nii CHAPTER 7 


+ fourth Hoor Maze 

Walking straight in any one direction 
will get you nowhere in this mare. In¬ 
stead, walk LEFT until you reach an 
intersection, then UP until you reach a 
Transporter. The combination of walk¬ 
ing RIGHT and DOWN also works. 


FLOOR 5 




't' War Med) t Bridge 

A combat robot called WarMech 
patrols the bridge that leads to 
TiamgTs inner sanctum, But your 
chances of meeting WarMech are 
slim-just one in 64 . If you do have to 
fight, use AFIR and the Ice Armor. 



TIAMAT 

HP:1000 

AP:49-98 

EXP:5496 

G:6000 

r THUNDER 
POISON GAS 
BLIZZARD 

BRAK, BANE 

QAKE, LIT 
ICE, FIRE [ 


uryptOTEtf;:. 


't* Battling Tiamat 

Tiamafs specialized attacks can be brutal. As with 
most fiends, use FAST to multiply the attack of 
your fighting warriors, INV2 is also good for pro¬ 
tection, Later, when you meet him again in the 
Temple of Fiends, use STOP 


Table 01 
Weapons & Armor 



Katana 

Found 
I30DOC G) 

Damage: S3 
: 35 

Ni 




ProCapi 

Found 
I1QMD Gl 

? 

Absorb : 3 

Evade 2 



White Shirt 

Slack Shirt 

Found 

TT Gi 

Absorb : 24 
Evade 9h: 2 


found 
n G> 

Adsorb : 24 
Evade 2 

WW 


Kn 

Costs- the spell of INVS wfven 
used in bottle. 


Oasis She spell ol JCEa when 
used in battle. 
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\z (©f 

®l]i> ^iast 0 ecomes ®1}2 present 


The time has come for the Light Warriors to rid the world of the 
cause of the decay Only the strongest enemies are in the Temple 
now, including all four of I he elemental fiends. Another point to 
Femember is that the only way out is to use the EXIT spetL 


Enemies in The Temple Of Fiends Revisited 




FrOSt Dragon 

OM3 

Grey Worm 

Op-39 

Chimera 

Op.69 

Red Giant 

Op39 

Zombie Dragon Q p.50 

Kary 

O p-42 

Jimera 

Op.71 

Sea Troll 

0 p60 

Frost Giant 

Op.43 

Lobster 

0 p.60 

Slime 

O P-71 

Sea Snake 

O p.60 

Gas Dragon 

Op,63 

Water 

O p.60 

Bad man 

Op.69 

Grey Shark 

O p.60 

Mage 

Op.43 

Wizard Sahag 

O p.60 

Fighter 

Op.71 

Big Eye 

O p.60 

Kreken 

Op.62 

Iron Gol 

O p.74 

Tiamat 

0 p.73 

Sorcerer 

O p.43 

Earth 

OplSI 

Air 

O p.71 

Green Medusa G p71 

Vampire 

O P-32 

Mud Go! 

G p-63 

Wizard VampIreO p.71 

Bock Goi 

O p.60 



Uch 

Op.33 



Agama 

0 p.39 




Return To Crescent Labe 


FLOOR 1 


Having sent TTamat screeching into the void of obliv¬ 
ion it should become apparent that the game is not 
yet over. Only the Circle of Sages in Crescent Lake 
know what to do. Speak to them at once and learn 
about the power that controls the world from 2000 
years in the past. The Temple of Elands is revealed es 
a Time Gate that can be used if the four orbs shine. 
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^ floor i Encounters 


+ No Place Left To Kim 



The strongest of the evil creatures have been 
gathered to prevent adventurers from penetrating 
the Temple of Fiends. Most you cannot escape. 


The FitiSl Dragon's Hazard 
flltacfc la oflen cfevMonihg. The 
Flame Vns<jf ano Ribbon can 
help protect you Irom the titter 
«W. WUKE can men Ihertt. 


The Gas Dragon'* poiMrtOwi 
breath could wipe opt youi 
party. The Ribbon could 
prevent that along with m2 


FLOOR 3 


1 


The Bad men who roam the third floor are one of the 
few enemies you can run from. Do it and save your 
HP for encounters you can't escape. Use FAST on 
your best fighting warrior to quickly dispatch the 
Phantom. Then use the LUTE (see p t2) to open the 
pathway leading down into the Temple. 





The Earth Floor 

Floor B1 is filled with creatures from the Earth Cave. 
Against I he Green Medusa's you should first use 
MUTE, then a F1R2 spell. Have Soft Potion ready for 
warriors who arc turned to stone, Against Earth, 
FIR3 works well. Mud Gols can be escaped by run¬ 
ning, Lich is waiting for you at the top of the stairway 
leading to Floor B2. 
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FLOOR B3 


FLOOR B4 


Masmune 

F6und 

(30000 

Damage: $$ 

- SO 


Fi, Kn. Th> Mi. BB. Ma. 

RM. RW, WM, mt, m, BW 


ir The Fire floor 

Here qn Floor B2 you'll find enemies familiar 
from Gurgu Volcano. Treasures such as the 
PtioRing, ProCape and Katana are also kept 
here. We J ve blanked out the room interiors to 
leave more challenge 
for you. 


^ Floor Of Water 


Use Thor r s Hammer a nd UT3 to keep the sea 
creatures at bay on Floor B3. Kraken waits in 
the long passage at the lower right. 


ir Floor Of Wind 

Three important elements are found 
here on Floor &4. First is the Masmune. 
Ihe most powerful sword in the game, 
which any warrior can wield with spec¬ 
tacular results. Second is Tiamat r who 
waits for you in the corridor linking the 
top two square 
areas, Third is the 
portal to Floor 5 
where the final 
enemy awaits 
your arrival. 


Table Of 


Weapons & Armor 


/X 


FLOOR B2 
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iSBiBitfiSSil 


Your warriors should be at Level 27 or above to 
have o good chance against Chaos, Even then 
your success will be determined by the random 
spetls Chaos uses, Use WALL to protect the White 
Wizard so he can restore HP and FAST on a!! fight¬ 
ing warriors. 


d* Through Tb/s Door Is The final Phantasm! 

At last, on Floor B5, is the ruler of the fiends Chaos is stagger* 
ingly powerful and has virtually every useful magic spell in his bag 
of tricks. Before enter¬ 
ing you should have full 
HP and close to full 
magic. Luck plays a big 
part. 


CHAOS 


100-200 AP 


HPi2000 


Thews no telling what attack 
Chaos will use. Be prepared for 
anything? A powerful fighting 
attack is /our Peat offense, and il 
should tie spread out The While 
Wizard should use the Masmune. 
tsil deni fel yotif H p drop! 


QAKE, lit 
ICE r FIRE 
BANE, SLEP 
BRAK, STUN 
ZAP 


ICO, CUR4 
LIT3, SL02 
FIR3, FAST 
NUKE. QAKE 


FLOOR B5 













Chapter 7 

Summary Of Events 


Cl B 1 ELM 0 ND 



rake (he Slab W C* iJnn# and 
ha will leach you to speaK the 
ancient langdafm ol Ulsmah. 


UEfEiN 




Collet! (he lnaeiui^s Of 1 * 1 * 
Tower and bulk to the robots 
Using ihe Cube Uto (he top Boor 
you-'fl reach Ihe Sky Caslla 


SKY CASTLE 



Fifld lha ftdarrtarn and take it to 
(ha Owart Cave tor Xcalbar, Ihco 
Mfarffl k> Ihe Sky Castle and- 
hatlla Tiamal, thE Ftond of Wind. 



Beirtsil Hw Girds d Sagas and 
(earn ab*j( (ha final task. YOu'i 
also be toad how to reach Chaos 
through Ihe Tsmpie ol FrandS, 



Return m (he Tempi* Of Fiends 
w*lh all Iwjr wt?S IK You'll be 
able Id slap through (he Time 
Cate into the past. 



Put Princess Sara's Lute 10 use 
In reaching the tteDlhS of the 
Tempto. f ind the Masuoune and 
than go after Chaos. 



Atlar defeating ChMS tf&u'll 
loarn how Chaos <iarne Jo power, 
the meaning ot lime IrSwrt and 
who was responsible. 



Battle Techniques 



The Ntasmune is hidden pn toe 
tourth floor ol (he Temple 


The great virtue ol 
the Mssnrune is that 
any one of the Light 
Warriors can use it. 
Since most parties 
have two lighting 
members and two 
magic users, non¬ 
magic attacks are 
limited- 



Equipped with the 
Masmune, a White 
Wizard becomes a 
mighty warrior. Sud¬ 
denly, it's as if a new 
member has been 
added to your ranks. 
Now you'll be able to 
cut through most 
enemies in a single 
turn. 




Push the A and B Buttons together 55 times 
while aboard the Ship and the Final Fantasy 
puzzle game will appear. The object of this mind 
teaser is to move each block into the correct 
numerical sequence. 


in toe ftam*. p«gJh A lg 
move Ihe Mashing block 
into in* QpC<n space. To 
reluro to your adventure, 
push a. 


BONUS GAME 


79 STRATEGY GVit>£ 
































The Index to Ihe Final Fantasy Strategy Guide is 
another quick resource tor finding the Information 
you need. If you know the name of a person, place, 
or thing, just look II up in the alphabetical index list¬ 
ing, The page number given Is tor the page that 


To Final Fantasy 


reveals the most Information 
about your subject of interest, 
but you may be referred to more 
Information on thol subject 
elsewhere In the Strategy Guide. 




Enemies 


Agama .. 

.p.39 

Air.,..,,. 

P.71 

Ankylo. 

...p.59 

Arachnid. 

.p.30 

Asp. 

.p.13 

Astos. 

....p.22 

Badman. 

.p.69 

Big Eye.. 

. pm 

Blue Dragon. 

.p.69 

Bone,.,.. 

.. pH 

Bull . 

...p,30 

Caribe. 

.p.45 

Catman.. 

.p.69 

Cerebus . r .... 

.p,39 

Chaos. 

.p.77 

Chimera. 

.p.69 

Cobra. 

.p.31 

Coot rice. 

.P-43 

Crawl. 

.p.23 

Creep. 

.p.13 

Earth .. 

.p 31 

Evilman-. 

.p.7l 

Eye.. 


Fighter,.,. 

.P-71 

Fire. 

.p.39 

Frost Dragon. 

.p.43 

Frost Gator. 

.p.59 

Frost Giant. 

.p.43 

Frost Wolf. 

..p.43 

Ga rgoyle ..... 

.p.23 

Garland . 

r>i2 

Gas Dragon. 

.*. P-63 

Gator_ 

.p.45 

Geist.. 

.p.31 

Ghost... 

.p.60 

Ghoul,. 

.P 11 

Giant.. 

. .p.31 

Great Ftede.. 

..p.43 

Green Medusa.., 

P-71 


Green Ogre.p.21 

Grey imp.,.p.13 

Grey Naga .,. ..p.71 

Grey Shark.p.60 

Grey Wolf.,..,.p,11 

Grey Worm.p.39 

Guard .,,,.., ,p.69 

Hydra.,,..„,.p,4£j 

Hyena ..,..p.39 

Iguana.p.13 

image. p.31 

Imp.... p.T3 

Iron Got.p.74 

Jimera...p.71 

Kary. p,42 

Kraken.p.62 

Kyzoku . fx21 

Lich . p.33 

Lobster.... .p,60 

Mad Pony. p.13 

Mage.p.43 

Mancat.p.50 

Manhcor.. p.51 

Medusa.p.50 

Mode. —. p.23 

Mud Gol...p.63 

Mummy,.....p.30 

Naga . p.6G 

(Maocho........ ,p.59 

N item-are.p,63 

Ocho ...........p.45 

Oddeye.p.21 

Ogre. p.13 

Ooze...,,,p,30 

Fede.,..p.39 

Perilisk...p„39 

Phantom ..p.74 

Pirate. p.15 

Red Ankylo. p.68 

Red Bone .. p.23 

Red Caribe.p.59 


Red Dragon. 

.p.39 

Red Gargoyle. 

.p.39 

Red Giant. 

... ....p,39 

Red Hydra. 

.p.39 

Red Sa hag. 

--.P-21 

Rock Gol.■ 

.,p.60 

Saber Tooth Tiger. 

.p.69 

Sahag . 

.P-21 

Sand Worm . 

.p.51 

Sauria ____ 

... ,-p,51 

Scorpion. 

P 21 

Scum.. 

.p.23 

Sea Snake .. 

.p.60 

Sea Troll.. 

.,p.60 

Sentry .... 

.P 71 

Shadow... 

.p.23 

Shark. 

.P-21 

Slime.. 

-p.71 

Sorcerer. 

.p.43 

Specter... 

.p.43 

Sphinx..... 

..p.51 

Spider.,,. 

.P-11 

Tiamat-... 

.p.73 

Tiger... 

.p.51 

T Rex. 

.p.68 

Troll,. 

.p.30 

Tyro. 

...p.68 

Vampire. 

.p.32 

War mech.. 

—-4X71 

Water. 

.p,60 

Werewolf 

p21 

Wizard.. 

.p.31 

Wizard Mummy, 

.p.50 

Wizard Ogre. 

.p.39 

Wizard Sahag.. 

.p.60 

Wizard Vampire_ 

.P71 

Wolf... 

.P,11 

Worm. 

.p.74 

Wraith.,,.,...,.. 

.p.43 

Wyrm ... 

.p.51 

Wyvorn . . . T , r ,., 

.p.59 
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Zombie..P-11 

Zombie Dragon.P-50 

Zombull.,-p.68 


| Weapons J] 

Bane Sword .,. 

,.,p.73 


..p.55 

Corel Sword —........... 

p33 

Defense --j— 

...p63 

Dragon Sword. 

...p.25 

Falchon....■ 

. p22 

Flame Sword.— 

—p.44 

Giant Sword.. 

p.42 

Hand Axe. 

...,p.14 

Heal Staff... T —. 

.p.51 

Ice Sword,.,,----*.—, 

....p.42 

Iron Hammer. 

,-.p.10 

Iron Nunchuck.. 

p.20 

Iron Staff.... 

.., .p.20 

Katana.*. 

...p,73 

Large Dagger... 

.. ..p.20 

Light Axe... 

...p.62 

Long Sword. 

...,p.29 

Mage Staff.,,.. 

. p.62 

Masmune.-.. 

_p.76 

Power Staff. 

. .p.22 

Rapier.— 

....p.1Q 

Rune Sword.- 


Satire..-.-.. 

_p.20 

Scimitar... 

-_.-p.14 

Short Sword.... 

. ..plO 

Silver Axe.. 

,.. r p 14 

Silver Hammer. 

—p.19 

Silver Knife ... 

P 24 

Silver Sword.. 

--.p.20 

Small Dagger- 

..,,p.10 

Sun Sword.----- 

.p.70 

Thor's Hammer... 

-,p.7D 

Vorpal --.------- 

* p.70 

Were Sword.. 

.P-11 

Wizard Staff. 

.p.63 

Wooden Nunchuck.__ 

_p.10 

Wooden Staff. 

.p.10 

Xcalbar------- 

. p.25 

f Armor T 

Aegis Shield.. 

.p.70 

Black Shirt., TT ,,. 1 . TT . 1 — 

.p.73 

Buckler.. 

.p.37 

Cap.— 

.pH 

Chain Armor..... 

... .p.10 

Cloth .. 

-.-p.10 

Copper Bracelet. 

.p.20 
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Dragon Armor.. 


Heal Helmet. 

Tee Armor .... 

Ice Shield. 

Iron Armor. 


Iron Shield. 

Opal Armor. 


PrcCape, 


Silver Bracelet.....p.24 

Silver Gauntlet.,..p.37 

Silver Helmet...,.p.30 

Silver Shield.-.p33 

Steel Armor. .>p,29 

White Shirt.. p.73 

Wooden Armor., —, - -p.10 

Wooden Helmet-.-...p r 20 

Wooden Shield. .p.14 

Zeus Gauntlet. p,51 


,.p.19 

EXIT.- 


p.70 

FADE .-. 

....p.56 

p.42 

FEAR — 

,..P 21 

p.42 

FOG .. 

...p.10 

,.p.l4 

FOG 2. 

. .p.37 


HARM--....,,.. 

......p.lQ 

..p.70 

HEAL.,. TT17 

.-p.20 

, .p.44 

HEL2.. 

. ,..p,29 

..p.44 

HEL3 .. 

... ... .p.57 

. .p.14 

H-RM2.. 

., -p.20 

,.p.22 

HRM3 .... 

.p-23 

, .p.25 

HRM4... 

...p.56 

..p.20 

INVS --. 

.... .p. 14 

p.62 

INV2--.-. 

.-p.37 

,p.62 

LAMP...—..— 

.... ,p,14 

. .p.62 

LIFE. 

.p.29 

..p.62 

LLF2 .. 

.p 67 

. ,p,62 

MUTE. 

.p.14 

p.62 

PURE.. 

— p.21 

. p.73 

RUSE,. 

. ,,.p,10 


SOFT .. 

.—p,37 

..p,63 

WALL.. 


..p.25 

XFER. 

..p.56 


j Tool Items 3 

Cabin 

.. ,.p.14 

Heal Potion . . .. . . .. 

..plO 

House .. 

_...p.21 

Pure Potion. 

.p.10 

Soft Potion. 

.-P-21 

Tent. 

__,,.p.1Q 


White Magic 


AFIR ,. .. 

.p.20 

AICE.. 

.p.2l 

AUT_ 

.. ,,,,, r p.14 

AMUT ..... 

.P21 

ARUB . 

.-.p.57 

CURE.- 

. -..p.10 

CUR 2. 

....... ,p20 

CUR 3.. 

.p,29 

CUR 4.. , — . wt r ■ 

..p.55 


Black Magic 


BANE 

BLND 

BPAK 

CONF 

DARK 

FAST 

FIRE . 

FIR2 . 

FIR3- 

HOLD 

ICE 

ICE 2 . 

ICE3. 

LIT.., 

UT2 . 

LIT3 , 

LOCK 

LOK2 

NUKE 

QAKE 

RUB . 

SABR 

SLEP. 

SLP2 

SLOW 

SL02 

STOP 

STUN 

TMPR 


.. p.29 

..p,57 

_. T .*„„ T —p.55 

.......pi21 

..p.14 

. -pi21 

.p.1G 

tPlt . +T1 ., t , lTH .. rT .p.20 

.p.29 

...p20 

. 

. P21 

..p.55 

___._plO 

...p,20 

.. p.37 

...p. to 

.. p.20 

...,.p.67 

. p37 

..,..p.37 

__ p57 

.-. pJO 

.-. P-21 

......,.p.14 

.p,29 

. p.56 

.. p-37 

.p14 



















































































































WARP... 

. p.29 

XXXX. 

p.66 

77PI 

r>56 


Locations j 

Aldi Sea... 

... p,4 

Caravan... 

,,p.S9 

Cardia Islands. 

.,p.49 

Castle Coneria.. 

...p.9 

Castle of Elf - 

_ p.19 

Castle of Ordeal.. 

. ,p.50 

Coneria Town 

. p.10 

Crescent Lake..... 

.,p37 

Dwarf Cave... 

p.25 

Earth Cave.. 

-p31 

Elfland.,... 

. r p.20 

Gaia.. 

..pS5 

Gurgu Volcano . 

, p-39 

Ice Cave. 

p.43 

Lefein. 

.p,67 

Marsh Cave..... 

..p.23 

Malaya's Cave. 

. p.13 

Melmond... 

. p.29 

Mirage Tower. 

. .p.69 

North Bridge.... 

..p 12 

Northwest Castle. 

..p.22 

Onrac...,... 

..p,57 

PraVOka. 

..p, 14 

Ryukahn Desert ............ 

..p.46 

Sards r 5 Cave.. 

.p.33 

Sea Shrine. 

,p.60 

Sky Castle. 

,p,71 

Temple Of Fiends .. 

pH 

Temple Of Fiends Revisited, .p.74 

Titan's Tunnel.. 

..p.30 

Waterfall.. -----.. 

,.,p.63 

Western See... 

... p.4 

Characters ij 

Astos ,... - 

..p.22 

Bah 3d nut... 

... p-49 

Chaos.,—. 

,..p.77 

Dr. Unna....p,29,67 

Elf FVmce. 

,.p.19 

Garland --,.-. 

-P-12 

King of Coneria. 

P-9 

Kope, T , ... 

P.5S 

Lich. 

.p.33 

Kary ..... 

...p.42 

Kraken.. 

..p.62 

Malaya - .... 

, ,,p.13 

Nerrick..... 

p.25 

Princess Sara. 

p.12 


Sky Warriors...p.63 

Tlamat.......p,73 


Special items 


Adamant..p.72 

Airship...p*45 

Bottle... r p r 5 9 

Canoe.p.38 

Chime...p.6S 

Crown... „,.,p,24 

Crystal.p.22 

Cube... p.63 

Floater.p.44 

Herb,.,p.19 

Key.P.19 

Lute..pi 2 

Qxyaie.p,56 

Rod.p-33 

Ruby..-p.32 

Ship......p.15 

Slab...p,61 

Tafl.p.6l 

TN.T.... p.9 


Class Changes 


Black Belt.,,.,,,„.,..^,..p.52 

Black Mage.p.52 

Black Wizard ..p.52 

Fighter.p.52 

Knight- ,-^.p.52 

Master. .p.52 

Ninja..p.52 

Red Mage...,.p.52 

Red Wizard..,.,,.p.52 

Thief ..p,52 

White Mage.p-52 

White Wizard ..p.52 


Special Monster 
Attacks 


Blaze.p.39 

Blizzard.. ^ ^ *.p.43 

Cremate...p.69 

Dazzle.p.32 

Frost.„.p.43 

Glance. p.50 

Heat. .p.39 

ink,.. p-62 


Nuclear....p.71 

Poison Gas--,,„ r .p.63 

Scorch.p.39 

Snorting.p.63 

Squint..p.39 

Stinger..p.51 

Thunder....p.69 
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Nintendo of America Inc. 
P.O. Box 97043 
Redmond, WA 98073-9743 




0 11 45496 69010 



The only official Strategy Guide 
available with 84 power-packed 
pages of inside information straight 
from the pros at Nintendo 

fl.JT 1 r ^ 

Complete spell charts provide all the 
details you nefed to past powerful spells 
Where to find all the items including 
what’s inside every treasure chest 


By canoe, sailing ship and airship, you'll have) In style. 

, . .... . '' l t sf -y>-' 

• New time-saving index helps 
you go straight to the information you 
want, from battle tactics to weapon 
resale values to locations of power items 
Complete maps of the entire world 


The vast world 
of Final Fantasy 
is packed into this 
Strategy Guide! 


GO FOR THE GOLD 


If you’re looking fqr a way to make 
some “bio” bucks and line vour 


big” bucks and line your 
pockets with gold, go for the Giants 
This is no small task, but the Giant 
SWord makes it easier. ‘ 

...AND A LOT MORI SOLID GOLD 
TIPS INSIDE! 


Put the tactics and strategies you learn in this 
Nintento Power Strategy Guide to work against 
up to throe other players! With NES Four Score 
or NES Satellite, you can take on the toughest 
NES hot shots you know. Get the details on 
four-player action for NES Play Action Football 
and Super Spike V-Ball. Use this guide to 
sharpen your skills for Swords and Serpents 
and Spot. This special issue of the Strategy 
Guide launches you into 
four times the fun! 
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